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NINTENDO 64 



Get into it. 
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All Hie tricks of the trade. 



ITS A ME MARIO! 

Mazza’s home in part two 
of our Nintendo history lesson 


NEXT MONTH 
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Simon Clays, Editor 


Here we are again. Another month passes us by and once 
more The Official Nintendo Magazine delivers all the N64 
firsts you’ve been craving for. Yep, we’re the first in Britain to 
give you the complete rundown on what is the best shoot- 
’em-up of all time - StarFox 64. We’re also first to give you 
in-depth information on Hexen 64, Clayfighter 63 1/3 and the 
sumptuous Dark Rift. Couple that with our twenty page news 
section that includes all-new shots of Zelda 64, Castlevania 
64, Mace^ The Dark Age, Aero Gauge and you’ve got quite a 
package. What more could you want? Oh yeah, how about a 
16 page ISS64 tips book to slip into your cart box and a 
player’s guide to WaveRace 64. I’ll leave you to tuck in now, 
but remember, if you’re into Nintendo, you’re into The Official 
Nintendo Magazine. 


RETURN OF THE 

Konami unveil first Castlevania 3D shots 



iM |#onami has finally released the first shots of 

IjU IlLDracula 3D - better known as Castlevania in 

■ J ■■■■! the UK - and we can hardly contain ourselves! 

Although no details have been released on the 
——J game so far, it’s definitely a lush 3D update of 
the Super NES classic, complete with vicious sword battles, 
terrifying monsters and swashbuckling platform action. All 
the shots on this page come from an official Konami video 
which was released at the recent Tokyo Game Show. The 
game is still a long way from completion, but hopefully 
we’ll have more details in a few months time. 
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The hero in a trenchcoat swings his sword to Ouch! The double-headed beast slices the 

scare off a lizard warrior. hero’s neck with a mighty axe. 


DAZZLING BATTLES 

Most of the Castlevania 64 footage revealed so 
far has featured daring scraps between the 
hero and various slimy creatures. In this scene 
the hero in a trenchcoat attacks a huge double¬ 
headed lizard man, but reels back as he gets 
hit by an axe. However, the hero strikes back 
with his sword, sending the lizard plummeting 
to the ground, then turns around to blast 
another monster with his sawn-off shotgun. 



However, the cunning hero strikes back and 
knocks the lizard to the ground. 


VICIOUS FIGHTS 

In this scene the hero faces up to a skeletal 
warrior. This time the hero’s equipped with a 
different weapon, a chain, which he swings 
towards the skeleton, defending himself 
against the boney-one’s sword. No doubt the 
finished game will feature an awesome range 
of different hand-to-hand weapons. 
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ABOVE To defend himself against attacks from 
bony skeletal warriors, the hero can use his 
trusty chain to crack a few ribs. We’d prefer a 
powerful shotgun ourselves... 
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DARING STUNTS 

Like the Super NES classic, Castlevania 3D also 
features platform sections where the hero must 
make his way across pits filled with spikes, 
monsters and what-have-you. In this scene the 
hero makes a running jump at a pit filled with 
lava, catches a rope and swings across. It’s 
more exciting than an Indiana Jones movie! 
































MYSTERIOUS MAGIC 

However, the world of Castlevania doesn’t 
only feature swords and chains - there’s 
plenty of magic afoot too. In this section an 
elfin, Link-like hero generates a glowing ball 
of energy in their hands and uses it to make 
the floor around them crack. Soon, the hero 
is surrounded by bricks which glide slowly 
into the air. This scene features beautiful 
animation and dazzling lighting effects. 









NINTENDO VS SONY 

If you ever needed proof that the N64’s miles ahead of the 
32-bit competition, just compare these shots to the new 
PlayStation version of Castlevania. Whereas the N64 version 
features fully 3D characters and backgrounds, along with 
dazzling lighting effects, the PlayStation title is a flat, 2D 
platform game where the tiny hero has to fight big, cheesy 
monsters. No comparison, really... 





Urgh! It’s another crap 
PlayStation shot! Rubbish... 
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CRUISE ON 

Cmis’n World confirmed for Nfid 



Good news for racing fans - Nintendo’s arcade 
hit, Cruis’n World, is coming to the N64. 

Cruis’n World is the sequel to Nintendo’s 
Cruis'n USA, and was released in the arcades in 
late 1996. Whereas Cruis’n USA allowed players 
to race past famous American landmarks, the 
new game is spread across the globe, taking 
racers everywhere from the teeming streets of 
London to a barren Egyptian desert.Midway has 
just begun coding the Nintendo 64 version of 
Cruis’n World, and it should be 
available to buy in late 
1997 or early 1998. 

But, given that the 
Nintendo 64 version 
of Cruis’n USA 
was truly awful, 
we hope that the 
coders can get it 
completely 
together this time... 
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BRAIN STRAIN! 

It’s time to get yer brains in gear and 
answer these Nintendo questions. If the 
strain’s too much, turn to page 21. 

(1) In which year was the Game Boy 
launched in the UK? 

(2) What five games made up the 
original Game Boy Gallery? 

(3) What’s the name of the 
chunky fellow in WaveRace 64? 

(4) What’s Toad called in the 
Japanese Mario Kart 64? 

(5) What’s the name of the 
genius behind Mario? 
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•allv loads of Link’s old adversaries have 
„id ,0 gt« our Kro a hard «- Howdver. 
ve changed a lot over the past few years... 


Y et more shots of Nintendo’s 
RPG, The Legend of Zelda 64, 
have been released this month. 

However, rather than shots of Link 
bumbling around caverns, the new 
images show a range of enemies and ways 
in which the hero can attack them. Now 
confirmed for release on cart with a 64DD 
version to follow, Zelda promises to be the 
most exciting RPG in the history of gaming 


Clever Link uses his ...then goes in for the kill with 
shield for cover... his niighty flashing blade. 


Another new area. Here, Link walks down a 
long staircase lit by flickering torches. 


LEGEND OF ZELDA 64 


REACH FOR VOUR WEAPON! 

Like the NES and Super NES Zeldas, Link has a range 
of different weapons at his disposal. The two 
we’ve seen so far are his trusty bow and 
arrow, which he uses to dispose of a huge 
floating spirit, and a mighty sword which is 
useful against this flying monstrosity. 


Link stumbles into a new room, an enormous 
underground cavern with bridges above. 


Old Link may have the most stupid ears in 
gaming, but he can still pull the birds! 
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Link and his fairy friend find themselves 
In a beautiful forest clearing. 


64DD MODEM OFFICIALLY CONFIRMED 

Hiroshi Yamauchi reweals more Nintendo dish secrets _ 


On April 1 8th Asia Week magazine published 
an interview with Nintendo’s president, Hiroshi 
Yamauchi. However, rather than opting for the 
‘no comment’ stance, Yamauchi confirmed that 
the 64DD will have modem capabilities 

“This Christmas we’ll be 
offering an attachment called 
the 64DD,” he says, “which 
will allow users to replace the 
characters in their games with 
new ones via modems and, later, 
satellite communications. This is 
why we chose to use cartridges for 
our titles, instead of CD-ROMs which 
cannot be rewritten over.” 

It still hasn’t been confirmed if the 
modem will be included with the 64DD 
unit itself but, given the success of Sony’s 

MORE 6400 NEWS 


PlayStation, it would make sense to sell the 
modem and system in one unit to make it 
more appealing to gamers. 

In terms of videogames, the possibilities are 
endless. Networked Quake with players across 
the world? A true Mario World where you can 
wander around and meet other players? The 
64DD promises the most exciting games ever. 

The 64DD would also be 
ideal for ‘net browsing. 

Whereas Sega’s NetLink 
has no available cache, 
meaning that each page 
must be reloaded, the 
64DD could cache text 
and images, meaning 
faster and easier 
navigation. 


• Nintendo has confirmed that 
a 64DD version of its Came 
Boy hit, Pocket Monsters, will 
be one of the first disks 
games released. “We’re hard at 
work on Pocket Monsters for 
the 64DD,” says Nintendo’s 
Japanese PR department. “We 
plan to launch the game 
before Christmas, but I’m 
afraid I can’t tell you the price 
or any details on the game or 
how it will play.” 


• With Zelda 64 confirmed for 
a cartridge release before the 
disk version arrives, Nintendo 
has speculated on what the 
first 64DD game will be. “We 
are developing three titles for 
the 64DD,” says Nintendo’s 
Japanese PR, “including Super 
Mario RPG, Mario Paint 64 and 
Sim City. There’s a possibility 
that all three of these titles 
will be released before Pocket 
Monsters reaches the shops.” 


• Although there’s no chance 
of the game receiving a UK 
release, Derby Stallion, the 
Japanese horse racing and 
management sim, has been 
tentatively confirmed for the 
64DD. The Derby Stallion 
developers are interested in 
the 64DD as the disks have a 
large storage capacity where 
all the horse data can be 
saved and accessed quickly. 
How, as they say, bizarre... 


Link looks puzzled as he approaches an 
abandoned mine shaft. 

n GOOD BACKGROUND 

These new shots also reveal some exciting 
environments for Link to explore. Whereas 
most of the shots we’ve seen to date have 
been of gloomy dungeons, Link is now 
seen in forest glades, underground cave 
systems and in a mysterious castle, all of 
which push the N64 to its limits. This could 
be the best looking game of all time... 
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F00R MEGABYTE EXPANSION! 


Nintendo has also officially 
announced that the RAM 
Expansion Pak for the 64DD 
will be four megabytes. This 
expansion would more than 
double the RAM of the N64, 


allowing developers to make 
bigger games and use richer 
textures, making Nintendo 
titles more realistic than ever. 
The increased RAM would also 
allow coders to store a greater 


number of animation frames, 
making it more likely that 
titles with complicated graphic 
routines such as Street Fighter 
Three will find their way onto 
the 64DD. Hooray! 


TIME CAPSULE 


We don’! know if this ‘orrlble beasty is 
alive or merely a stone statue... 



Let’s do the timewarp again and turn back the clock on Nintendo Magazine’s illustrious history. This 
month we’re travelling back to March 1992, when we first reviewed the original StarFox on Super NES, 
and September 1995 when the first home version of Killer Instinct arrived. 


NMS#36 


NMS#6 

Killer Instinct 

BIG GAME 

Starfox i 

Doom 95% 

TOP SCORE 

Starfox 96% J 

Power Rangers: The Movie 64% 

LOW SCORE 

Syvalion 41% 1 

Miyamoto is rumoured to be 
working on a project codenamed 
‘Dragonfly’. Dragonfly was the 
codename for Pilotwings 64. 

BIG NEWS 

‘Nintendo Killed My Son’ 1 

headline on front page of The m 
Sun. NMS published advice on fl 
avoiding epilepsy dangers. 


MISSIN6 LINK: The mag was good in ‘92. Then Chris joined in Issue #36. 
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MACE: THE DARK ABE 


BYi 

ATARI 

GAME TYPE: 

3D beat-’em-up 

RELEASE: 

TBA 


A tari’s increasingly prolific coin-op division is 
currently putting the finishing touches to 
Mace: The Dark Age, a new 3D beat-’em-up. 

The coin-op is based around two meaty 3Dfx 
chips, also used as 3D accelerators in PCs. This 
means that players are in for a stunning visual 
feast as highly detailed polygon characters 
scrap it out, leaving motion blur trails behind 
their weapons as they go. What’s more, an N64 
version could be on the cards! 



FULL OF CHARACTER 

There are eleven characters and two bosses in 
Mace: The Dark Age, chosen from an original 
selection of 30, and they mostly fall into the 
usual beat-’em-up stereotypes. The playable 
fighters include Koyasha, a female ninja, 
warlord Deimos and a huge masked figure 
known as the Executioner. The characters’ 
movements were motion captured, but in this 
case one of the actual game developers, a 
practising martial artist, was responsible for 
providing some of the complicated moves. 



A game full of Eastern promise? The Mace 
fighters battle during an Arabian sunset. 


Special moves abound in Atari’s arcade masterpiece, Mace. Look out for an N64 version soon! 
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ARENAS OF DOOM 

Instead of basing the action in small arenas, 
allowing ring-outs, Mace’s developers have 
surrounded each stage with a hazard which 
causes damage but does not give an instant 
kill. Expect to see walls of flame, quicksand 
and toxic water around the perimeter of each 
colourful background. The arena floors will be 
uneven, as seen in Sega’s Virtua Fighter 3, and 
players can side step to attack from the side or 
rear. Mace: The Dark Age is currently looking 
promising, and you can bet that a top N64 
version is more than a possibility. 


GAME BOY SIASH 

Game Paks are getting cheaper 



Good news for Game Boy fanatics... cheaper 
titles are coming to a hand-held near you. 

Nintendo has announced new Game Boy 
pricing, effective from 
April 1 st, whereby the 
price of producing 
Game Paks will be 
less expensive. This 
means that, ‘cos 
manufacturers are 
paying much less to 
produce the Paks, 
the price you’ll pay 
for games in the 
shops will also be 
much cheaper. 

Hopefully this 
news will lead to 
a host of cheap 
re-releases as 
old one meg 
games would be 
inexpensive 
to produce. 


SPICE GAMES 

From the land of make believe, another 
game we really, really want... 

NAME: StarFox RPG 

GAME TYPE: Adventure with some simulation. 
SCENE SETTER: Fox McCloud’s been court 
marshalled and his buddies are all mysteriously 
AWOL. Fox sits in solitary confinement facing a 
life sentence for crimes he hasn’t committed. 
WHAT YOU DO: You must first escape your 
own planet’s prisons. Then, you face the 
arduous task of tracking down your missing 
mates to discover just who’s stitched StarFox up. 
JUST IMAGINE: Flying Fox’s craft through 3D 
sections, encountering pirates and other craft. 
Then landing on strange planets in a Zelda 
64-style quest. 

• If you have a game Nintendo should 
develop, write it down and send it to: 

MY GAME WOULD MAKE MILLIONS! 
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SHOOTING STARS 

Konami to conflim In me Zone rumours 

Although Konami is yet to confirm the rumour, 
it appears that In The Zone ’98 is coming to the 
N64. Basketball fans may be familiar with the 
title as it’s been successful recently on the 
PlayStation. In The Zone is a 3D basketball game 
which combines arcade and simulation features 
to produce a fast-paced, slam-dunk 
extravaganza with an incredible sense of 
realism. Each player is made up of polygons and 
texture-mapped to further enhance the 

real-match excitement. It’s hoped 
that In The Zone ’98 will be on 
> display in some form at the 
^ American E3 show in June 
and, if it is, we’ll bring you 
all the gossip and the first 
shots upon our return. 




TOUCHDOWN ACCUUM 

Ouartertiack dun 64 set for September. 


With EA’s Madden’s 64 
not expected ‘til Spring 
1998, Acclaim hopes 
to take advantage by 
releasing NFL 
Quarterback Club ’98 
in the Autumn. NFLQC 
is the first to be 
endorsed by the Dallas 
Cowboy’s Super Bowl 
winning Quarterback, 
Brett Favre. Iguana, the 
brains behind the 
16-bit edition and, 
more recently, Turok 
on the N64 are 
currently making final 


adjustments. Features 
include in-game 
commentary by Marv 
Albert, 3D rendered 
graphics of all 29 
stadiums, and 
management options 
which allows trading, 
and transfers. 
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A s Treasure’s first N64 title 
nears completion, further 
gameplay details are slipping out. 

Go, Go Troublemakers! was shown 
at the Tokyo Game Show, and we have 
to say that it’s looking fantastic. It’s now 
apparent that Marina, the game’s robotic 
heroine, wades through hordes of enemy 
sprites by picking up and throwing 
them around. As well as lobbing one 
enemy at another to knock both out, 
she can also pick up bombs and heavy 
objects to brain the bad guys with. 


ME TYPE: 


Strange goings-on in the Troublemakers’ bizarre 
world. Look out for a full playtest soon. 


STRANGE BACKGROUNDS 

As these new screen shots show, the scenery 
in Go, Go Troublemakers! is diverse, ranging 
from empty deserts to peaceful meadows and 
dark cities. There’s also an oddity in the form 
of an athletics track - it seems that players 
can choose from a number of events and then 
indulge in a bit of button bashing and, 
bizarrely, mathematics! Treasure’s previous 
games, notably Gunstar Heroes on the Sega 
Mega Drive, are famed for their huge numbers 
of bosses, and we hope that Troublemakers 
will be no exception. The release date of Go, 

Go Troublemakers! has now been put back to 
June 27th but, God permitting, we should have 
a full playtest before then. 



GETTING READY TO RUMBLE 

Japanese superstar endorses Rumble Pak _ 

Kyoko Hiroki, Japan’s leading pop starlet and Far Eastern 
answer to Kylie Minogue, has appeared in a television 
advert promoting StarFox 64 and the Rumble Pak. 

The foxy singer joined 1 50 other young actors on March 
1 3th as they took part in an overnight shoot, clustering 
around a huge screen showing Starfox 64 and pulling silly 
faces as the Pak shook in their hands. Although the ad is 
far too cheesy for a cynical Western audience, it’s been very 
successful since it was first aired in April, the delectable Ms 
Hiroki helping to whip the Starfox interest into a frenzy. 































It’s a me, Dave Hodgson, with every scrap 
of Nintendo gaming gossip from across the 
pond. Here we go again... 

NINTENDO AT E3 

Although details are sketchy, it seems that 
Nintendo’s killer title at E3 is set to be Rare’s 
Dream. Apparently Dream is more than 30% 
complete and will be shown in a playable 
form. Tim and Simon Stamper, the founders of 
Rare, are producing Dream at the company’s 
Twycross HQ, along with a team of over 40 
artists. Shigeru Miyamoto is also keeping a 
careful eye on the project. 

Apparently Dream is a 3D action game that 
will be released in November of this year and 
will be the first 128 meg Nintendo game to be 
released in the United States. 


The other two big Nintendo titles at the show 
will be Ken Criffy Jr. 64 and GoldenEye. Other 
games such as Buggy Boogie, Body Harvest, 


DIRECT 



Yet more sporting events for Marina to try her hand at. 
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Marina prepares to pick up an 
object to throw at a nasty. 

JOIN THE CIRCUS 

Ocean to 


Just one of the cool bosses you 
can expect to meet in Go, Go. 
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Ocean has officially announced that it’s to release a third N64 game 
after Mission: Impossible and Multi Racing Championship. 

Space Circus originates from Infogrames, the French company that 
purchased Ocean last year and was responsible for the hit titles 
Little-Big Adventure and Alone in the Dark. Ocean is set to release the 
game in America at the end of the year. 

As is the norm at the moment, nothing is known about this new N64 
title. Sources say that it’s an arcade adventure aimed at a younger age 
market and that it’s likely to debut at this years E3. 


N64 US RELEASE SCHEDULE 

Not many firm dates this 
month, but at least 
they’re direct from the 
software houses. There 
are literally dozens of 
unconfirmed release 
dates, but they’re all 
likely to change... 

JUNE 1997 

7th Hexen 64 

(CT Interactive) 

23rd Starfox 64 
(Nintendo) 

23rd Rumble Pak 

accessory (Nintendo) 

US TUP 5 
MARCH 1997 

(1) Mario Kart 64 
(Nintendo) 

(2) Super Mario 64 
(Nintendo) 

(3) Star Wars: 

Shadows of the 
Empire (Nintendo) 

(4) Turok: 

Dinosaur Hunter 
(Acclaim) 

(5) Waverace 64 
(Nintendo) 


Pilotwings 2, F-Zero 64 and Yoshi’s Island 64 
may be on show, but it’s impossible to tell if 
they’ll be on video or in a playable form. 

The 64DD will also be at E3 but, as with last 
years Shoshinkai, it won’t be playable. Instead, 
there’s likely to be a unit on the Nintendo 
stand running demos. But that’s it. 

F-ZERO 64 

F-Zero 64 will hit Japan this November and 
the US in early 1998. It’s been confirmed that 
F-Zero 64 will run at 60fps and will have a 
four player mode. And that’s not the good 
news. Nintendo has told me that a 64DD 
update will be made available later next year 
with more F-Zero tracks and cars. Rumours 
are also circulating that there’ll be a similar 
Mario Kart 64DD upgrade next year... 

GAMING NEWS 

Q Nintendo says that the 64DD will be 
released in the US in late August 1998 for 
$129 with a game. 

Q Castlevania 64 won’t be released in 
Japan ‘til the first quarter of ‘98 and the US 
version won’t arrive ‘til the second quarter. 

Q Konami has 12 N64 games in the works. 
Contra 64, GRadius, Battle Dancers and 
Hyper Olympics in Nagano are just a few. 

Q Rumour has it that Nintendo and Namco 
met at the Tokyo Game Show to discuss an 
exclusive line-up of N64 and 64DD titles. 
The first two games are supposedly an RPG 
and a sports game. 
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O ver the past few months we’ve been telling 
you about the Tamagochi. And now, after 
weeks of moaning to Bandai, our long-haired 
lovely Shaun has finally got his hands on one. 


Since its release in Japan towards the end of 
last year, the Tamagochi has been as rare as a 
Southampton Football Club away win. 

However, as Japanese gamers prepare for the 
release of Tamagochi Mk 2, we’re waiting with 
anticipation for the original keyring to hit the 
UK. So, what the hell’s a Tamagochi? Literally 
translated it means ‘lovable egg’ or ‘egg 
watch’. It’s a virtual pet which lives in real time 
You must care for it in the same way you’d 
care for a real animal. If you don’t, it’ll die. 
Here’s a rundown on all the icons, and a brief 
explanation on how the blessed thing works. 




first Tamagochi GB shots rewealed 


As the original Tamagochi keyrings prepare 
to hit the UK, Bandai has unveiled the first 
shots of its new Game Boy version. The GB 
Tamagochi features similar graphics to the 
original LCD screen, but it appears that you 
have different critters to choose from and 
the little blighters go through more 
incarnations than their keyring cousins. As 
yet, release details are sketchy, but expect a 
full update next month. 
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KNIFE UNO FORK 

This option allows your pet to eat. There 
are two choices on offer - Meal or Snack. 
Meal keeps the beastie’s hunger at bay 
and increase his Hungry meter by one 
heart. Snack is used as an alternative to 
playing a game and is worth an extra 
heart in the Happy column. % 

LIGHT ^ 

The light option only needs to be used 
when the little creature goes to sleep. 
Make sure you turn off the lights, 
otherwise your pet won't fully recharge. 
When he wakes in the morning, he turns 
the light on automatically. Make sure you 
set the correct time when you start the 
game or he’ll call you in the middle of 
the night for his breakfast or a game 
of Peek-a-boo. 


DRV TWO 

Started to lay down some 
ground rules. Dicksy thinks 
he can call me when he 
wants and get a free snack. 

Had to chastise him on the 
Docklands Light Railway - 
much to the amusement of 
the other passengers. 

How embarrassing! 

DRV THREE 

First panic attack. Dicksy became ill and it 
took two injections for him to perk up. Took 
him for walk by the river. It appeared to do 
the trick and he’s happy again. Now he’s 
sleeping from 8.00pm to 9.00am. 


DRV FOUR 

Dicksy’s grown little feet. His 
appetite is increasing. He’s 
also going to the toilet quite 
often. It’s becoming 
awkward working and taking 
care of him. I may have to 
give up my job. One of the 
problems of being a single 
parent, I guess... 

DRV FIDE 


PLRV TIME 

There are times when your Tamagochi 
becomes bored or overweight. One way 
to keep him amused is with a game of 
Peek-a-boo. Your pet tries to guess 
which way you’ll look. By using the A 
and B buttons you can turn right or 
If he guesses correctly, he scores a 
point. If he wins three out of five, he 
earns a happy heart. Unfortunately, he’s 
prone to sulk if he loses... 

MEDICINE 

Use this icon when your pet becomes 
sick. A black skull appears to indicate 
all’s not well. A couple of jabs should be 
enough to get him back on his feet. 
Failure to respond to such an emergency 
could result in a premature death. 


RTTEHTIOH 

Every time this icon appears, your 
Tamagochi requires your assistance. 
Check the health meter to decide the 


mmm 

DRV ONE 

Ten o’clock - 
Dicksy is born. 

Named after West 
Ham’s cult hero, Julian 
Dicks, he was born in South 
Quay, Isle of Dogs, and 
weighed 5lbs. By the end of 
the day he’d had his first birthday and grew 
to twice his original size. 


appropriate action. Remember: he’ll 
occasionally call for help when it’s not 
necessary. Bowing down to him will give 
you severe problems, so nip it in the bud 
early for a peaceful life. 

SHOUT 

Your pet can be naughty at times and call 
for your attention when it’s not that 
necessary. By giving him a stern warning, 
he’ll grow to respect you and only call 
for your assistance when it’s essential. 
Cruel to be kind that’s my motto. 

HERLTH METER 



Spoke to Simon about an office creche. He’s 
not keen on the idea. Dicksy’s starting to put 
on weight. He's filling out nicely and weighs 
44 lbs. Had to shout at him again, 
although he’s starting to 
become more 
independent. Still 
sleeping well, but 
continues to have 
trouble with 
his bowels. 


DRV SIX 

His latest change makes him look like a 
chicken. He has tiny wings and a beak. His 
weight is increasing at an alarming rate. He’s 
up to 69 lbs. I’m going to put the fat lump 
on a strict diet. 


This gives all the information you require 
to check up on the status of your chick. 

It provides data on his age and weight, 
discipline, food and happy levels. Using 
these screens, you can determine which 
treatment, if any, you need to give your 
little liquid crystal friend. 

TOILET FLUSH 

As is natural with any animal, there are 
times when your little pet will go to the 
toilet. He can’t clean up, so you’ll need to 
check the screen occasionally as he won’t 
call for assistance. Failure results in your 
Tamagochi sulking or becoming ill. 


DRV SEMEN 

I’m getting concerned about Dicksy. He 
doesn’t want to play anymore and he only 
wants to eat. I must learn to get strict with 
him or he’ll walk all over me and grow up 
with no respect for authority. 

DRV EIGHT 

Dicksy died! The day had been pretty 
uneventful ‘til my train journey home to 
Southampton. Suddenly, he became sick - his 
pulse slowed - and he passed away. Sorry, I 
can’t write anymore, the tears are starting to 
flow. I just want to be left alone. Funeral 
details will follow... 
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The Tokyo Game Show, one of the world’s 
biggest videogame events, was held at the 
Tokyo Big Site convention centre between April 
4th and 6th. Over 100 different companies 
were represented at the show, exhibiting more 
than 500 titles on 1200 consoles which were 
available to anyone lucky enough to get a 
ticket. Over 1 20,000 fans managed to make it 
into the games convention, despite torrential 
downpours and mile-long queues. 



SHOWMG OFF IN TOKYO 


Hot news from this years Tokyo Game Show 


HIE » SMI CONTINUES 

Street Fighter returns with marwel-ous friends 

One of the biggest games at the show was Capcom’s 
Marvel Super Heroes Vs Street Fighter. MSH Vs SF is a 2D 
beat-’em-up which bears more than a passing resemblance 
to Street Fighter Vs X-Men, marrying furious gameplay with 
infamous characters. Many of the original Street Fighters - 
including Ken, Chun-Li and Akuma-are included, along 
with Marvel heroes such as Spiderman, Wolverine and 
Captain America. With any luck, Capcom will convert this 
excellent arcade beat-’em-up to the N64. In fact, the 64DD 
would be perfect for such a graphically intense game... 





Norlmaro gets a quick 
flash from Chun-Li. 


The gorgeous Chun-LI 
gives poor Ken a kicking. 


Normario cowers away as 
the fireworks explode. 


HOR1MARO: 
SUPER STAR 


The name Noritake Kinashi 
may mean nothing to you, 
but he’s one of Japan’s 
most popular comedians. 
Oddly enough, Capcom 
have included him in their 
new SF game. Called 
Norimaro, the new hero’s 
special moves include silly 
walks, slipping on banana 
skins, slapping fighters in 
the face with a handbag 
and so on. Norimaro is 
also an obsessive SF fan 
and whips out his camera 
and takes a photo of his 
opponent before the fight 
begins! Mr Kinashi himself 
turned up at the Tokyo 
Came Show to award 
1 3-year-old Akiyuki 
Uratani with a MSH Vs SF 
game cabinet for choosing 
the character’s name. 


LEFT Sakura traps the 
heroic Wolverine in the 
centre of a huge blast. 
That’ll learn ‘im! 




Chun-LI flips into the air As she falls, Chun-Li 
to avoid the fighting nerd, spots her number one fan. 




































AND THE WINNER IS... 


Nintftnrin takfi iwn uiriRnaamn awards 


One major event at this years Tokyo Game Show was 
the Computer Entertainment Software Association 
(CESA) Academy Awards. All the winners were based on 
a national pole which was run in all the Japanese game 
magazines to determine the best software produced and 

sold in the Far East. Super Mario 64 took the Best Action Game 
accolade, one of the most sought after prizes at the show, while 
Mario Kart 64 won Best Driving Game. Although the PlayStation 
stole the spotlight, most of the Sony titles fell into categories 
such as puzzle, simulation, education, RPG and shooting games, none of which 
could’ve featured Nintendo entries anyway. Just wait ‘til next year... 


THE GREAT PRETENDERS 


era nav homage to their heroes 


The final day of the show was dubbed 
Character Day, with hundreds of punters 
turning up dressed as their favourite 
videogame characters. Naturally, many 


people arrived at the convention 
dressed as famous SF fighters, including 
a gaggle of lovely ladies paying homage 
to Chun-Li and Cammy. 



Okay, we really like the Chun-LI and Cammy. However, 
we're a bit unsure about the chubby X-Person Rogue... 


Another Chun-Li a-llke. And a 
pretty one, dare we say... 



Crustier gamers will remember the original 
Arkanold in the arcades and on various 
home computers and consoles. A classic. 



IMtn show new AitanoM for Super NES 


Another game unveiled at the show was a 
Super NES sequel to the coin-op, Arkanoid. 

Titled Arkanoid: Doh It Again, the Taito 
game follows the same pattern as the arcade 
classic, players having to move a paddle to 
bounce a ball and bash bricks. However, 
rather than a simple brick wall, Arkanoid DIA 
takes place in futuristic environment, with 
roaming aliens and gun-toting bosses. 

At present, Arkanoid: Doh It Again has not 
been confirmed for a UK release. 



Simply bounce a tiny ball to gradually wear 
away the bricks and reach the next level. 


The new Arkanoid title screen. See, you do 
spell it ‘Doh it Again'. Strange, isn't It? 


murajji 

MIYAMOTO SPEAKS 

Mario’s creator tells all at Game Show 

On April 5th - the Tokyo Game Show’s 
‘Creator’s Day’ - Shigeru Miyamoto, the genius 
behind Super Mario 64, took part in a panel 
discussion titled ‘Game Dreams’. Although he 
didn’t let much news slip, some of his thoughts 
and opinions hint at future developments. 

OH STftRFOK 64 

Originally I was supposed to be producing 
this game, but I really got involved in the 
actual development. I’m most proud of the 
cinematic feeling, in that players feel like 
they’re seeing a 
movie as they 
play... I think 
that the Rumble 
Pak will make 
this game feel like 
a toy and expand 
the audience. 




OH ZELDft 

Development on The Legend of Zelda 64 is 
going very well. It’ll be released as a cartridge 
first in Japan. The cartridge version will be a 
little more action-orientated, since it takes 
advantage of the fast access times. The 64DD 
version will contain the writability factor. As for 
the game, it’s much like Super Mario 64. 
However, it’ll probably be less action-packed. In 
the game we want to emphasise that the 
players can actually feel like they’re in the 
scene of the game. We want to make players 
feel chilly, heat or fear. Therefore the light 
sourcing effects are quite important. We do this 
in real-time during the actual game, not in 
pre-rendered movies. 

OH GOMES 

Last year I was shocked by the success of 
the Tamagochi because I’d had a similar idea 
that was actually in development. However, 
the product we were working on required a 
player to sit down in front of a television, so 
there was no way it could compete with the 
hand held Tamagochi keyrings. 


OH THE FUTURE 


I would like to come up with a new type of 
game which doesn’t require you to sit in front 
of a television set. I don’t like the dimensions 
of current television screens. In comic books, I 
can use different layouts on every page. If I 
could use a similar technique for making new 
types of videogames, it could lead to some 
very exciting projects. 
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Eli dii! 




Vet 


more 


I f you were impressed with the exclusive 
Coemon shots we brought you last month, 


prepare yourself for more details on the 
Eastern hero’s N64 debut. This month we 
received a video of the game from the Tokyo 
Game Show, a tape which actually showed the^^^ 
game moving. Needless to say the game is 


just as lush and beautifully animated as 
Super Mario 64, packed with an army of 
bizarre and lovable character 


4 € ^ 



more coemon . 

Mors WlStED ** 1 





EBISU-MftRU 
- IS IT TRUE? 


The first scene in the new Konami video 
shows the portly blue gent, Ebisu-Maru, 
wandering through the packed streets of a 
small Japanese village. As we walks along the 
street, other incidental characters mill-about 
in the background, just before ol’ Ebis walks 
into a shop to buy some goodies. 




PLftTFORM PftLftUER 

In this sequence, Goemon’s lady friend, Yae, 
runs along a narrow platform, avoiding a troop 
of strange monsters. It appears that Yae must 
be careful to stay on the platform, or else she’ll 
fall down a pit or end up in a fast-flowing river. 



LET'S 90 SKRTIH9 


DOUBLE DRAGON 



Goemon’s Super NES adventures were always packed with little 
sub-games which detracted from the collect-things-and-bash- 
monsters routine. Luckily, it seems that the N64 version has 
unique sections too. In this scene Goemon roller skates through 
a tunnel, leaping ramps while trying to stay upright. 


The most impressive sequence 
on the video was this footage 
of a flying Oriental dragon. 
This creature flies through the 
clouds and glides over a 
snow-capped mountain, before 
snaking its way towards a city. 
We don’t know how this will 
work in the game, but 
it does look beautiful. 


FI6HTIN* FRENZY 

Of course, no Goemon adventure would be 
complete without some fighting action. In this 
scene Goemon has made his way through a 
series of platforms to reach a wooden stage. 
Here he meets a winged nasty, so he whips out 
his fighting stick and whacks it. Needless to 
say, the creature disappears in a puff of smoke. 



• Nintendo has confirmed 
that the Rumble Pak is just 
the first in a long line ot 

forthcoming Nintendo 64 
peripherals. “At this time 
we are planning a wide 
variety of products in our 
Fun Pak series,” says a 
Japanese Nintendo source. 
“Unfortunately, we can t 
release any more details on 
the next set of products. 


< Despite rumours on the 
internet this month, Na "Vj° 
are not developing a ra ' ,n ® 
game for the Nintendo 64. 
Instead, the ace Japanese 
coders are working on a 
sports simulation and a 
role playing game, and plan 
to release more details on 
these exciting projects over 
the next couple of months. 
Stay tuned for more news. 


• Kemco has signed Boss 
Came Studios to develop a 
snowboarding N64 game. 



• Although there are no 
details on the game, heres 
the first screen shot ot 
Pro wrestling Ultra Battle 
Royal from Asmik. The 
game was playable at the ... 
Tokyo Came Show, and we II 
have more news next issue. 

• Paradigm’s Sonic Wings 
Assault will be compatible 

with the Rumble Pak. 


• Ubi Soft’s first N64 title, 
Ed, has now been renamed 
Tonic Trouble. Expect some 
screenshots in our special 
E3 report in August. 

• There are very strong 
rumours this month that 
Acclaim is planning to 
release N64 versions of 
NBA Jam Extreme and 
Magic: The Gathering. 
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When looking for Biactol, now look for Biactol from Clearasil 


DAILY CLEANSING 


ANTI-BACTERIAL FACEWASH 


from Clearasil, 

THE SPOTCARE EXPERTS 


Clinically proven to help 
stop spots before they start 










MHM FOB B4 

AERO GAUGE 


BY: 

ASCii SOFT 

GAME TYPE: 

3D Racing game 

RELEASE: 

TBA 

CART SIZE: 

64 meg 


A brand new N64 title unveiled at the Tokyo 
Came Show was a racing game from ASCii 
Soft. The project is titled Aero Gauge and it’s 
clearly a futuristic racer in the WipeEout mould, 
players steering sleek, high-speed hover ships 
through twisting tracks while keeping a careful 
look out for useful power-ups. Although not as 
exciting as Probe’s Extreme G, the game does 
boast incredibly smooth animation and a good 
sense of speed. We’ll bring you more news on 
this promising title in a future issue. 



Taking a tight corner in ASCii 
Soft's new racing game. 


This tunnel looks like a real 
nightmare to negotiate. 


A ship nearly flips over taking 
this particularly tight corner. 


SPftCE RHCIH& 

The first scene revealed by ASCii Soft shows a 
futuristic hover ship picking it’s way through a 
twisting futuristic city. The coders have used a 
clever fog effect, similar to the one seen in 
Turok: Dinosaur Hunter, to stop the buildings 
and structures popping up from nowhere. The 
blue flames spewing from the craft’s rocket 
engines are also very convincing. 



TUNNEL U1SION 

Like WipEout, players will have to race through 
narrow tunnels and gullies if they’re to win the 
cup. This scene reminded us of the original 
WipeEout as whoever was controlling the demo 
was having trouble in the tunnels, bashing off 
the walls and careering into crash barriers. 
However, the 3D Stick is clearly the best way to 
master these powerful ships. 


Lfl? 



ROLLERCOASTER RACING 

As well as being able to view the action from 
behind your ship, ASCii’s new game also allows 
players to use a first-person view. This scene in 
the demo was extremely stomach-churning, 
much like watching a rollercoaster video on the 
telly. However, it was quite confusing to see 
the course and the tight corners from this 
point of view. No doubt this’ll be improved... 




DODGY FREEBIE 


f As always, many of the show 
^ stands were firing-out 
^ freebies to punters and 
3 journalists to promote 
f forthcoming games. However, 
the Imagineer stand was the 
most bizarre. Rather than toy 

cars or racing 

, stickers to 

/ I | promote Multi 

Racing 

... Championship 

y the Imagineer 

^ bods were 

giving away 
MRC boxes 

° ftissues ,- 

_ . ... TJ Bizarre eh... 
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CHOOSE YOUR VEHICLE 

It’s also clear that there’s a host of different 
vehicles to choose from in Aero Cuage. 
Unfortunately, the only other ship on show 
was the model you see below with huge 
afterburners which allow awesome top 
speeds. However, this vehicle seems a lot 
harder to control, and came a cropper in 
some of the narrower tunnels. 



A different racer with huge rocket engines 
weaves its way along a winding gully. 



As the hover ship exits an underground 
tunnel, real-time lighting effects abound. 



At last, the finish line is in sight. We can’t 
wait to get our hands on this top racer. 


LAMBORGHINI RACES 
ONTO N64 

Brtl dint nl Tims' M-Mi racer _ 



SUB ZERO KEEPS ON 
ROLE-IN 

flrcl iimnlte MB MK Muttmtootes 


Titus has set out to fill the N64 car racing void 
with its new title, Lamborghini 64. 

The game boasts five different play modes, 
including Arcade, Tournament, Championship, 
Time Trial and a mysterious ‘secret mode’. 

In Arcade mode players must pass a number of 
checkpoints to continue the race, while the 
other modes are races for position only. 

The game makes novel use of the 3D Stick, 
with acceleration and braking optionally on the 
forwards/backwards of the Stick. Manual and 
Semi-Manual transmissions are also included. 


TIME LAP T,M * J3ANK\ 


29 orse-o* Zt' h /S 



Acclaim coders gel video on carts 


It’s been revealed that Acclaim developers, 
Probe, are close to solving the long-standing 
‘carts can’t do FMV sequences’ headache. Using 
a system developed at their Croydon offices, 
Probe have already managed to stream 1 5 
second sequences onto their Ultra Soccer 
(working title) project. Joe Boner, head of 
Development, confirmed that they were close 
to creating pseudo full-motion video and had 
this to say: “Presentation plays a part in games 
because it helps you tell a story. It’s certainly 
not the most important part, but it can help 
tell part of a story text can’t. So, we decided to 
create a system that allows all our artists and 
musicians to create that kind of presentation. 
So far things are looking good.” 


Although details are still sketchy, Midway has 
finally given some information its forthcoming 
N64 title, Mortal Kombat Mythologies. 

The game is an action-based exploration 
game where players control Sub Zero as he 
travels around eight huge worlds, meeting and 
fighting various characters from the MK series. 
Mythologies is very much a prequel to the first 
MK game, allowing players to discover the 
bizarre stories behind the Kombatants and how 
they came together in the Outworld. 

The levels are designed with texture-mapped 
3D backgrounds and realtime lighting effects, 
while the cart will also include cinematic 
cut-scenes to tell the MK story. Sub Zero and all 
his 30 opponents will appear in a digitised 
form, made up of rendered 3D sprites, and it’s 
thought that many of the traditional Mortal 
Kombat fighting moves will also be included. 

MK Mythologies is being developed by the 
same team behind the first MK game, so 
expect an excellent adventure true to the 
original Mortal Kombat myth. We apologise for 
the grainy screenshots below, but we hope to 
have more details on this exciting Mortal 
Kombat title next month. 



NINTENDO JOBS UP FOR GRABS 

When it’s springtime in Japan, many companies 
start recruiting university graduates - and 
Nintendo is no exception. Along with other big 
name companies such as Square, Konami and 
Arika to name a few, Nintendo are on the hunt for 
programmers and designers to help create the 
N64 games of the future. So what do you need to 
work at Nintendo? Well, as a programmer you’ll 
need to be a whizz at 3D modelling, animation 
and computer graphic rendering for a start. In 
particular, the C-programming language is a must. 
As a designer, you’ll need experience of SGI work¬ 
stations and various animation software such as 
Illustrator and Photoshop. If you don’t recognise 
half these words then you’d better start studying 
right now! Just to let you know your chances, 
Nintendo are searching for 102 new recruits this 
year... but expect thousands of applicants. 


WIRELESS GAMEBOY 

Soon you won’t have to worry about tripping over 
those connector cables that link your Game Boys. 
Thanks to those clever boffs at Hudson Soft you 
can now play GB games using “Infrared Beams”. 
This means that you can whip out your Game Boy 
anywhere you like and challenge your friends 
without becoming a nuisance to anybody. Up to 
now this kind of technology has been too 
expensive to use for such a cheap hand held 
device. However, Hudson have built all the 
necessary hardware into the Game Boy Paks so 
the price won’t change much at all. The first game 
to use this new system is “Super B-Daman Fighting 
Phoenix” which will be released in July. Hudson 
also has two or three other titles planned as well, 
so let’s hope that other manufacturers pick up on 
this idea and develop Game Boy titles that utilise 
this new technology. 


N64 JAPANESE RELEASE SCHEDULE 

More firm release dates from third-party devel 
opers and the big N itself. It’s getting exciting 
now, isn’t it...? 

MAY 1997 

30th Go! Go! Trouble Makers (Enix) 

30th Turok: Dinosaur Hunter (Acclaim) 

30th Wild Choppers (Seta) 

JUNE 1997 

14th Star Wars: Shadows of the 

Empire (Nintendo) 

JAPAN TOP 5 - MARCH 1997 

(1) Mario Kart 64 (Nintendo) 

(2) J-League Perfect Striker (Konami) 

(3) King of Pro-Baseball (Imagineer) 

(4) Wonder Project J2 (Enix) 

(5) Super Mario 64 (Nintendo) 
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GT INTERACTIVE 


3D Shoot-'em-up 


Mid ‘97 


64 Meg 


The first two-player shots of Duke 
Nukem on the Nintendo 64. 


NBA upturn 

DUKE NUKEM 64 


W e brought you the first shots 
of Duke Nukem 64 last issue, 
and this month we’ve got even 
more for you to drool over. The 
coders have now added light 
sourcing, meaning that all the 
corridors look spookier and the 
monsters even more scary. So look 
out for a full playtest in a few 
months time. 


MULTI PLftYER MAYHEM 


BY:_ 

GAME TYPE: 
RELEASE: 
CART SIZE: 



The most exciting news is that Duke Nukem 64 features a split screen, 
four-player battle mode, allowing bloodthirsty gamers to blast each other 
in the 3D surroundings. There are no details yet if the monsters will be 
present in Battle mode, or what sort of power-ups will be available. 



Plug four pads in and you’ve got 
instant multi-player mayhem. 


Hunt down a friend... and blow 
them into small pieces! 


This exploded shot shows you the level of detail that Software 
Creations are putting into Duke. Roll on release day. 


MOTHER 3 KEEPS ON ROLE-IN’ 

More details on Nintendo’s 6400 BPG _ 


GET CONVERTED MINI ROY 55 

NBMmesMmwertertOTine PnWfcqaniMiMflffiMlai 


Benimaru Itoh, the Art Director on Nintendo’s Mother 3, has spoken on 
the ‘net about the development of the 64DD’s first RPG. “Mother 3 uses 
real time rendering,” says Itoh. “However, we’ll also use pre-rendered 
pictures for LOD (level of detail) models. So, objects in the far distance 
will be replaced by a pre-rendered image. Fortunately, Mother 3 isn’t an 
action game like SM64 or Zelda 64. This means we can use the N64’s 
CPU performance for high quality pictures rather than game speed.” 




The peripheral company Fire, 
featured in our April news pages, 
have finished work on a universal 
Nintendo 64 adaptor. The SFX 64 
Universal Game Adaptor, part of 
Fire’s Blaze range, allows owners 
of Japanese N64 owners to play 
American games and vice versa, 
and most import games to be 
played on PAL machines. 

Unfortunately, 
Fire tell us 
that import 
Wave race 
64s don’t 
work via the 
converter, 
but it’s still a 
in at £14.99. Look 
out for a thorough examination in 
our next issue. 



Following the latest wave of game 
keyrings in Japan, Fire 
International has released the 
Boy 55 in 
Britain. The 
key chain 
boasts four 
games - Snake, 

Battle Driver, 

Galaxia and Tetrix 
-and offers a 
total of 55 
variations. It’s 
now available by 
mail order for the 
bargain price of 
£7.99 + P&P. To 
order your Mini 
Boy 55, ring the 
mail order hotline on 


(01302) 750698. 
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MEET THE NINTENDO 
MAGAZINE TEAM! 

SIMON CLAYS 

Editor 

Simon always saw 
himself as bit of a fox, 
using his, erm, unique 
charm to win the 
affection of many a young lady. 
However, after a few beers down the 
local pub he soon changes into a pig. 

DAVEMcCOMB 

Deputy Editor 

The way Davey looks in 
the morning, he’s not 
so much a Fox 
McCloud look alike y, 
as a StarFox arch nemesis Andross the 
Baboon a like. Which is why he speaks 
to Phil of a morn. Unk, Nikima. 

PETER BARRELL 

Art Editor 

Moaning ninny Peter 
wouldn’t last two 
minutes if he was a 
fox. He'd get within 
three feet of his prey then scare them 
off with his insane mutterings about 
late copy and lazy writers. 

CHRIS HOBBS 

Deputy Art Editor 

Wily old Hobbsy really 
took on the mantle of 
Fox McCloud at a 
recent Fmap party, 
impressing the ladies with his silver 
tongue and stylish disco dancing. 
Yeah, right , some hope. 

SHAUN WHITE 

Reviews Editor 

With his long, flowing 
locks, Shaun sees 
himself as a cunning 
wolf, stalking his prey 
through the teeming streets of 
London. Unfortunately, people think 
he looks more like Dougal the dog. 

PHIL DAWSON 

Tips Editor 

Since the fox is a 
highly successful wild 
animal which has 
survived the building 
of motorways and cities, we couldn’t 
compare Phil to Mr McCloud. Oh no. 
He’s more like a Dodo. 

STEPHEN FULIJAMES 

Staff Writer 

Stephen Thomas 
Fulijames (that’s his full 
name, folks!) was the 
lucky git asked to 
write the StarFox 64 playtest. 
However, he’ll never look like a fox 
with that Beavis haircut. 









BRAIN STRAIN ANSWERS 


So, how well did you do? If you 
got all five correct, consider 
yourself a Nintendo mastermind. 

(1) 1991 

(2) Flagman, Vermin, Manhole, 
Cement Factory and Ball 

(3) David Mariner 

(4) Kinopio 

(5) Shigeru Miyamoto 



REVIEWS 


jtHCf'l lV.«C«.CT*t VJWWC'TT 


THE °/o RATINGS 


Here s a breakdown o( what those % scores mean 


9S% and 


PLATINUM SEAL OF QUALITY 


Any game receiving 
a Platinum Seal Of 
Quality is not just an 
essential purchase, it 
also represents a 
significant step for¬ 
ward in gaming. 


The coveted Cold 
Seal Of Quality is 
your assurance of a 
classic game that, 
whatever your tastes, 
should be part of your 
software collection. 



R5-R9% 


SILVER SEAL OF QUALITY 


The Silver Seal Of 
Quality is awarded to 
games that are 
generally excellent 
but were found 
slightly lacking in 
certain key areas. 


Next month we’ll have a 
whole new awards system 
and a new badge to look 
out for on N64 packaging. 


wnmimra 

If a game receives a 
Bronze Seal Of 
Quality and it’s your 
type of game, then 
buy it. Other gamers 
should tread more 
cautiously, however. 


60-79% 

Good games that will hold appeal to 
fans of their genre, but lacking the 
hallmarks of true greatness. 

40-59% 

Distinctly average fare. Not bad, but 
not great either. May be worth buying 
if the game type is appealing, though. 

20-39% 

Poor-verging-on-terrible territory. Any 
game receiving a mark in this zone 
should be avoided at all costs! 

19% and under 

Run for your lives - games this bad 
could be dangerous to your health! 
Stay well away for fear of contagion. 


I WHAT’S HOT IN OUR SLOTS! 

Another peek at the Nintendo 
games wowing the loyal staff 
at Emap Towers. 
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NINTENDO 64 


the brilliance of Super Mario (4 and 
64, Nintendo hat 
salivating just long enough f 
name N64 sequel. As expected!! 

Ladies and gentle 

Starfox 64 throws players into the furry shSIs o£^P< McClou< 
fighter pilot from the planet Corneria. After toaHfi the evi 
Andross’ monkey butt in the Super NES classic f 11^^993, 
and his buddies thought their world was safe. They tFTbught 
*\wrong. In true evil emperor style, Andross has regrouped 
^Sil^rmies and peaceful Corneria once more faces 
mechanised laser death. It’s now up to Fox and 
his three brave wingmen to save their 
homeworld~T)efore heading across 
the LyTat system to track dowa 
Andross’ hidden base and 
terminate him once 
and for all. 


////' 




BY: 

NINTENDO 


PRICE* 

SEE IMPORTER 

P 

TELEPHONE: 

NOT APPLICABLE 

1 


RELEASE: 

OUT NOW (JAPAN) 


The intro to StarFox is extreme! 
cinematic, even down to the... 


(game TYPE: 

SHOOT’EMUP 

CART SIZE: 

96 MEG 

| NO. OF PLAYERS: 

1-4 

BATTERY BACK UP: 

NO 

[ MULTI PLAYER MODES: 

BATTLE MODES 

MEMORY PAK: 

SAVE HIGH SCORES 


\f 

***» A 

W V 


Then, StarFox and his pals run 
through the Great Fox to their.. 


...Arwings, which scream out of 
the carrier in true sci-fi style. 
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FftLCO 

Navigation expert Falco is a 
bird, so we don’t know quite 
why he needs an Arwing to fly 
about. He’s good at finding 
hidden routes, so keeping him 
alive is a priority. 


SLIPPY 

Slippy is always getting himself 
into trouble, so players will 
often have to bail him out. He’s 
useful though, as he provides a 
read out on the enemy bosses’ 
energy levels. 


GEN. PEPPER 

The canine General is 
responsible for the operations 
of Fox’s squadron, and he can 
be found in the Great Fox’s 
briefing room, giving out 
orders for the next mission. 


IN THE RED CORNER.. ■ 

|H Ink ■%!»■* | outnumbered by Andross 

?P«w»» «■« ^' d "‘ by)apanese voi " 


arrne d TI n d erl ings toass^stts T*™ Andr ° SS '' h ' S plenty 
dangerous of them ' qUest ‘ Let ’ S check out tf 


FOX HcCLOUD 

When he’s not scavenging for 
food around the bins behind 
Safeways, Fox McCloud can be 
found upholding truth and 
justice in the cockpit of his 
Arwing fighter. What a guy. 


SO ITS A LEFT AT THE LIGHTS... 

The alternate routes idea from Super NES StarFox has also been 
incorporated and expanded upon in the N64 update. This time around, 
rather than simply choosing the level to tackle next, players have to earn 
progression to the tougher routes by completing certain tasks in the 
previous level. For example, save Falco on the first level and he’ll show 
you a hidden route to Sector Y, which also pits you against a different 
boss! With three parallel routes set over a total of fifteen levels, it’s going 
to take you some time to see everything this game has to offer. 


■ . ^ 
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PEPPY 

The only rabbit ever to be 
granted a pilot’s licence, gruff 
voiced Peppy is never far away 
from Fox McCloud. He deals 
out handy Arwing flying tips 
as he flies. 


STRRHOLF 

Making their debut in StarFox 
64 is the evil StarWolf clan, led 
by this eye-patched lupine 
fiend. They turn up to give you 
hassle on several levels and 
take a lot of effort to shoot. 


LEON 

Leon the Chameleon is 
obviously Slippy’s reptilian 
counterpart, but his flying skills 
are much improved over the 
frog. His bulgy eyes are 
extremely creepy too. 


PIGMA 

This fat porker looks too much 
like the evil pigs from Orson’s 
farm for his own good. He 
betrayed Fox’s dad, James, so 
McCloud now has a personal 
vendetta against him. 


ANDREW 

Andrew is a baboon. That’s all 
we need to say about him 
really, except that he’s 
Andross’ nephew and 
therefore probably cheated 
his way into StarWolf. 


mm 




ANDROSS 

The master of menace himself, 
Andross appears at the game’s 
climax as the traditional huge 
transforming monster. The 
special effects used here will 
blow you away! 
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CINEMATIC INTERLUDE 

The power of the N64 has been harnessed to provide fantastic real-time 
cinematic sequences at the beginning, end, and often middle of each 
level. They are intercut seamlessly into the game play, and do wonders 
for the whole Starfox experience. The graphics are so detailed that you 
can actually see Fox speaking as the camera zooms in on his ship after 
each level. Awesome. 



Katerina has one of the best cut ...style saucer hovers over the 
scenes. This Independence Day... level, spewing out fighters. 




Andrew the Baboon (snigger) 
takes a tumble on Fortuna. 


But Fox isn't immune himself, 
here he comes to grief on Venom. 


The skies of Titania are full of 
enemies. Shoot em all down. 


A 'homage' to the asteroid field 
scene in Empire Strikes Back. 



The original Super NES StarFox was only possible 
thanks to the clever chaps at Argonaut, a UK 
developer. They developed the Super FX chip for 
Nintendo which boosted the 16-bit console’s ability 
to process polygon graphics. StarFox was much 
more of an ‘on-rails’ experience than the N64 update, 
but still provided that immediate ‘wow’ factor which so 
many games lack. Looking at it today, the graphics may 
be comparatively primitive, but at the time there was 
nothing like it. For copyright reasons, StarFox 
was released in this country under the name 
StarWing, but global branding has ensured that 
the sequel will bear its proper name here. 


A panel opens in a massive metal ...into the path of a rocket 
wall, letting you slip through... powered fist. Alee! Pull up! 


STARS IN THEIR EYES 
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PLAY THAT GAMI 

After Mario Kart 64, we thought four 
player thrills couldn’t get any better. Then 
StarFox came along with its battle mode 
and we were blown away again. Each player 
assumes the persona of McCloud, Slippy, 
Falco or Peppy and takes to the skies in 
their Arwing for some dogfighting action. 
Only two arenas are available, and it’ll take 
beginners a short while to get to grips with 
it. Our only complaint is that the screen is 
always split into four, with live replay 
windows making up for any absent players. 
A two player split would have been nice. 





The insectoid boss on Tltania has Slippy's When it explodes, a huge shockwave rips 
Arwing in its scaly grasp. Rescue him quickly, through the level, knocking you aside. 



Three gold rings to 
extend the length of 
your energy. At full 
power, three rings 
equals an extra life. 


Silver rings offer a 
small increase in 
energy. They are 
common, but not 
very effective. 


This icon gives you 
an extra smart 
bomb. Get a lock-on 
with your laser to 
aim bombs as well! 


The StarFox box is 
beamed in from the 
Great Fox and 
contains a random 
power-up. Handy! 


This icon powers up 
your laser. First it 
goes to a double 
beam, then a more 
powerful blue one. 


BACK TO SKOOL 


The Training mode makes a return in StarFox 
64, but this time a free-flight practice area 
has been added to help players with the new 
aspects of the game. The forced scrolling 
training session has players flying through a 
sequence of rings which get ever closer 
together. To spice up the action, Fox comes 


under fire from laser batteries later in the 
stage. The free flight area sees players 
getting to grips with targeting and using the 
lock-on system. Simply hold down the fire 
button to get a lock on an enemy craft, then 
tap the button again to release a more 
powerful shot. 





The first training level is 
fairly simple, but the rings... 

...get closer together. And 
you come under laser fire. 

A sequence of rings like this 
is no problem though. 



When rings are placed on top off one The free flight training area is great for 

another, do a loop the loop to get them both, honing your firing and targeting skills. 
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o) CORHERIA 

A forced scrolling level to ease you into the 
game, but the action switches to free flight 
for the boss, a huge chicken-like robot. 
Save Falco’s ass to access a secret route. 

(2) METEO FIELD 

The meteors are as hazardous as Andross’ 
forces, who ambush you from behind 
asteroids. Watch out for the large rocks, 
which crush you as they clash together. 

(3) FORTUNE 

A free flight level which sees you 
defending a nuclear installation from the 
fearsome Starwolf team. You only have a 
limited amount of time to see them off. 

(4) SECTOR X 

Andross is assembling his secret weapon 
here, and it’s up to you to stop him! Beware 
of floating debris which suddenly appears 
from behind structures. 

(5) TITAHIA 

Slippy has crashed in the deserts of Titania. 
Use your Landmaster to track him down, 
but mind the wildlife. Slippy is trapped in 
the clutches of an insectoid boss. 

(6) BOLES STRTIOH 

Shoot out the pylons on this defence 
station to lower the shield, then go for the 
central pillar while fending off an attack 
from the StarWolf posse. As the pillar 
crumbles, lethal lasers erupt from it. 


MEDIUM 

(1) KRTERINR 

A cool free flight level, with Independence 
Day overtones. Your brief is to protect the 
colony from invaders, but halfway through, 
a massive saucer shaped craft appears and 
hovers menacingly overhead. Fail to 
destroy it and it’s goodnight Katerina. 

(2) SOLAR 

A fiery lava world which is home to flocks 
of weird flying creatures. Huge waves of 
lava pose a problem, as do airborne 
chunks of rock and great plums of magma. 
The boss is a fantastically detailed lava 
monster - one of the largest bosses you’ll 
ever see in any game. 

(3) MACBETH 

Another Landmaster level set on an 
industrial planet. This time you’re in 
pursuit of a massive train which is headed 
for a mine in the distance. As well as the 
usual hordes of enemies, falling rocks and 
huge steel presses act as hazards. 


HARO 

(1) SECTOR V 

Set amongst a fierce space battle which has 
left the hulks of burned out destroyers 
floating in deep space. You’ll tackle meanies 
in power armour suits which take a bit of 
effort to destroy. Once again, the boss 
section of this level is in free flight mode. 

(2) AQUAS 

Another vehicle comes under your com¬ 
mand - the StarFox team submarine. 
Explore the inky depths of the planet, and 
we mean inky, because visibility is down to 
a minimum. At the end of the stage a vast, 
screen-sized clam offers boss-type hassle. 

(3) ZONESS 

Back in the Arwing for this level, which 
is set over a polluted sea covered in 
corroding oil rigs and super tankers. You’ll 
face some incredibly tough opposition 
here, but help is at hand in the form of a 
mysterious ally. The boss is a git too. 

(4) SECTOR Z 

Another space based level, set in the third 
of the three nebulas that can be found in 
the Lylat system. Make sure that the 
missiles on this level don’t hit you, as they 
are particularly devastating. 


FIHAL 
(1) UENOM 

This level is really just a build up to the 
game’s final boss, but it packs quite a 
challenge in its own right. Andross is your 
last obstacle to completing the game - we 
won’t tell you quite what he does just yet, 
but look out for the screenshots which are 
dotted around the review. 


Like the Boise level, this penultimate hard 
route stage is set in and around a massive 
space station installation. Other than that, 
information on this mission is limited. 
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We've Punched a Hole in Nintendo 64 Prices! 

We only stock official UK products. Great deals too on PlayStation and Saturn 


m 

r 3? ’ siyK i ■ 1 

PH 

ip 

SUPER MARIO 64 

WAVE RACE 64 

SHADOWS OF EMIPRE TUROK 

49.99 

44.99 

49.99 

57.99 


NINTENDO 64 GAMES 

BODY HARVEST .Please Call 


GOLDENEYE 007 .Please Call 

GOLF .Please Call 

INTERNATIONAL 

BUGGIE BOOGIE .Please Call SUPERSTAR SOCCER 64 .49.99 TUROK - DINOSAUR HUNTER .57.99 

CLIMBER .Please Call KIRBY'S AIR RIDE .Please Call WAVE RACE 64 44.99 

CRUSIN USA.Please Call PILOT WINGS 64 .39.1 

FIFA SOCCER .44.99 SHADOWS OF THE EMPIRE .49.99 

F-ZERO 64 Please Call STAR FOX 64 Please Call 


SUPER MARIO 64 .49.99 

SUPER MARIO KART 64 .49.99 

TETRISPHERE .Please Call 


YOSHI’S ISLAND .Please Call 

CALL 01279 600204 FOR LATEST PRICES 



NINTENDO 64 WITH 
3D CONTROLLER 
SAVE £5 OFF RRP 

r\ PIUS FREE 256k MEMORY CARD 

- OFFICIAL UK MACHINE. COMPLETE 
WITH 3D CONTROLLER. FREE 256k 
MEMORY CARD AC POWER SUPPLY 
AND RF LEAD FOR NORMAL TV. 


NINTENDO 64 CONTROLLERS 

ARCARDE SHARK STICK .39.99 

5 FIRE BUTTONS. VIEW CONTROL. 
ANALOGUE AND DIGITAL DIRECTIONAL 
CONTROLS, INTERCHANGEABLE JOYSTICK, 
AUTO FIRE AND SLOW MOTION FUNCTIONS 
AND MEMORY CARD SLOT 



NINTENDO 64 WITH 3D CONTROLLER 

& FREE 256K MEMORY CARD .£144.99 

NINTENDO 64 WITH 3D CONTROLLER 

AND TUROK .£184.99 

NINTENDO 64 WITH 3D CONTROLLER 

AND SUPER MARIO 64 .£189.99 

SAVE £35 

SCART LEAD ■ NINTENDO 64 TO TV .9.99 

PROVIDES HIGH QUALITY PIXEL PERFECT RGB PICTURE ON A SCART TV 

JOYTECH 256K MEMORY CARD .9.99 

SPOOK 1 MB MEMORY CARD .19.99 

FULL LOAD AND SAVE FUNCTIONS. WORKS WITH ANY NINTENDO 64 GAME 
THAT INCLUDES SAVE GAME OPTION, SLOTS IN CONTROLLER 

ANTI-SURGE 4 WAY TRAILING MULTIPLUG .24.99 

SAFELY CONNECT UPTO 4 DEVICES TO ONE PLUG AND PROTECT THEM 
FROM HARMFUL ELECTRICAL SURGES 

HI-FI AUDIO LEAD - NINTENDO 64 .9.99 

CONNECTS VIA PHONO INPUTS 

TV LEAD - NINTENDO 64 TO SVHS TV OR VIDEO .14.99 

CONNECTS NINTENDO 64 TO SVHS INPUT ON TV OR VIDEO 

X-TENDER CABLE - NINTENDO 64 .9.99 

EXTENDS CONTROLLER CABLE BY AN ADDITIONAL 1.5 METRES 




FLIGHT FORCE PRO JOYSTICK 
FOR NINTENDO 64 ... 46.99 

ANALOGUE PROGRESSIONAL JOYSTICK, 

ERGONOMIC HAD GRIP, 20 BUTTON 
JOYSTICK CONTROLLER. 3 ANALOGUE AXIS, 

18 PROGRAMMABLE BUTTONS, AUTO FIRE 
^ AND SLOW MOTION 

A NINTENDO 64 3D CONTROLLER .29.99 

• • OFFICIAL CONTROLLER, ANALOGUE AND DIGITAL 

« CONTROL. 6 ACTION BUTTONS, 2 SHOULDER 

m BUTTONS AND TRIGGER CONTROL. PLUS SLOT 
^ FOR MEMORY CARD 



SUPERPAD PLUS ...24.99 

5 FIRE BUTTONS, VIEW CONTROL. DIGITAL 
AND ANALOGUE JOYSTICK CONTROLLER. 
AUTO FIRE AND SLOW MOTION FUNCTION. 

PLUS SLOT FOR MEMORY CARD 


^Wl 




SPOOK 3D CONTROLLERS .22.99 

ANALOGUE AND DIGITAL CONTROL, 6 ACTION 
BUTTONS. 2 SHOULDER BUTTONS AND 
TRIGGER CONTROL. MEMORY CARD SLOT. 
AVAILABLE IN BUCK, BLUE, GREEN, RED, 
WHITE AND YELLOW 



Nintendo 64 BIG DEAL 
consists of: 

J NINTENDO 64 CONSOLE WITH 
^ ADVANCED 3D CONTROLLER, PLUS: 
*13 • SUPER MARIO 64 

• EXTRA OFFICIAL NINTENDO 
ADVANCED 3D CONTROLLER 
.•1MB MEMORY CARD 
• RF LEAD FOR NORMAL TV £249.99 

♦ 

, % TOTAL PRICE £249.99. £24.99 DEPOSIT PLUS 

™ % NINE FURTHER MONTHLY PAYMENTS OF £25. 
* APR 0%. SAVE £20 ON COMBINED RRP. 
OFFER SUBJECT TO STATUS. APPLY FOR 0% 
FINANCE ON 01279 600204 OR AT A SPECIAL 
RESERVE SHOP 



Nintendo 64 GREATEST 
DEAL consists of: 

NINTENDO 64 CONSOLE WITH 
ADVANCED 3D CONTROLLER, PLUS: 

• SUPER MARIO 64 

• TUROK - DINOSAUR HUNTER 

• EXTRA NINTENDO 3D CONTROLLER 
•1 MB MEMORY CARD 

• RF LEAD FOR NORMAL TV £299.99 

TOTAL PRICE £299.99. £29.99 DEPOSIT PLUS 
NINE FURTHER MONTHLY PAYMENTS OF £30. 
APR 0%. SAVE £30 ON COMBINED RRP. 
OFFER SUBJECT TO STATUS. APPLY FOR 0% 
FINANCE ON 01279 600204 OR AT A SPECIAL 
RESERVE SHOP 


/ 0 % 


SUPERB 07. FINANCE DEALS - ON NINTENDO 64 AND SONY TV’S 

CHOOSE A SONY TV A A SCART LEAD FOR CRYSTAL CLEAR GAMING 


SONY KV-14MI 14 TRINITRON 
REMOTE CONTROL TV 

£169.99 m 1 ,/14 ” Black 

" ^ ‘ Trinitron tube 

✓ SCART input 

✓ Front A/V inputs 

✓ Simple Menu 

✓ Remote control 

✓ Loop aerial 

✓ 1 button tuning 

✓ Tilt and swivel 
Widescreen mode 

Total price £169.99. 0% Finance available 
for £16.99 Deposit plus 9 monthly 
payments of £17 subject to status. 



SONY KV-14TI 14 TRINITRON 
FASTEXT REMOTE CONTROL TV 

✓ 14" Black 
Trinitron tube 

✓ Fastext and 
labelling 

✓ SCART input 

✓ Front A/V inputs 

✓ Simple Menu 

✓ Remote control 

✓ 1 button tuning 
’ Tilt and swivel 

✓ Widescreen mode 
Total price £219.99. 0% Finance available 
for £21.99 deposit plus 9 monthly 
payments of £22 subject to status. 



SONY KV-16WS1 NICAM 
16 WIDESCREEN TV 

J^i £399.99 I 



Choose a SCART TV for a pixel perfect picture 
SCART Lead - Nintendo 64 to SCART TV .9.99 


✓ 16" Super Trinitron tube ✓ NICAM Stereo 

✓ Widescreen ✓ Remote control 
✓ SCART input ✓ Full range speakers 

✓ Games Button for switching from TV to console 

Total price £399.99. 0% Finance available 
for £39.99 Deposit plus 9 monthly 
payments of £40 subject to status. 


FREE 



Buy any one item from our entire 
catalogue at the same time as 
joining or renewing for a year or 
more and we’ll give you a choice of 
these fantastic gifts absolutely free. 

FREE 

PERSONAL 
STEREO. 
HEADPHONES 
AND CASE PLUS 
1001 CHEATS 


QR FREE FOOTBALL 
PLUS 1001 CHEATS 

SIZE 5, 82 PANEL, 
STITCHED PVC 
COATED FOOTBALL 



| OR FREE CD WALLET WITH 
. MOUSE MAT 
j AND 1001 CHEATS 

5 MOUSE 
MATS 
DESIGNS 
| TO CHOOSE 
FROM 





OR CHOOSE AN ALL 
STAR VIDEO 

FREE RUNNING MAN VIDEO 
(18) PLUS 1001 CHEATS 
QB FREE TOMBSTONE VIDEO 
(15) PLUS 1001 CHEATS 
QR FREE CLIFFHANGER 
VIDEO (18) PLUS 1001 
CHEATS 

ALL OFFERS SUBJECT TO STOCK. 
OTHER OFFERS ARE AVAILABLE. 
OVERSEAS MEMBERS PLEASE 
ADD £2 POSTAGE 


PLAY LIVE @ 
http://special.reserve.co.uk 


£23,000 worth of prizes! 

A Lotus Elise 
17 PlayStations 
17 copies of Formula 1 
17 Gamester Steering Wheels & Pedals 
Free to enter. See our Club Magazine for 
details. Place your entries by post, at one of 
our Club Shops or live on our web site @ 
http://special.reserve.co.uk 



Special Reserve 

01279 600204 

Or fax your order on 01279 726842 - We’ll fax back to confirm 
Open 9.30am to 8pm (Mon-Sat) 10am to 5pm (Sun & Bank Holidays) 

We only supply members but you can order as you join 

Trial Membership only £1 

Trial Members receive one issue of the club magazine. Valid for one order. 

Annual Membership (UK) £7.50 

ANNUAL MEMBERSHIP FEES UK £7.50 EC £10.00 WORLD £12.00 

Members receive ten issues of the colour club magazine per year. 

There is no obligation to buy anything. 

All prices include VAT and carriage to MOST UK mainland addresses. 

(BLOCK CAPITALS please) NMS 

Name & Address_ 


Postcode _ 


_Phone No_ 


Machine 


Enter membership number (if applicable) or 

NEW MEMBERSHLP fee {ANNUAL UK.S7.5fl) 


item 


item- 


item 


item 


For OPTIONAL first class post add 50p per item 
For OPTIONAL fast delivery on hardware add £3.00 

ALL PRICES INCLUDE UK POSTAGE & VAT 

Cheque/P.O./Mastercard/Creditcharge/Switch/Visa 


CREDIT CARD 
EXPIRY DATE _ 


SWITCH 
_(ISSUE NO_ 


Overseas orders must be paid by credit card. 

Hardware items (mains) are only supplied to UK addresses. 
Overseas surcharge £2.00 per software item or 25% on other items 

Cheques payable to 

Bristol shop Special Reserve at 

PO Box 847, Harlow, CM21 9PH 

Special Reserve is mainly mail order 
but we also have 

Three impressive 
Special Reserve Shops 

Chelmsford, Essex Sawbridgeworth, Herts Bristol Avon 

43 Broomfield Rd The Maltings, Station Rd 351 Gloucester Rd (A38) 

NEAR THE BUS STATION NEAR THE TRAIN STATION 1V 2 MILES FROM THE CENTRE 

Some Items bought in the shops carry a £1 surcharge on the mail oroer prices 
All Special Reserve Club Shops have trained technicians and pc repair and upgrade facilities 
Play Mario 64 or enter our £23,000 FI game while we fit RAM or a graphics card to your pc 

Inevitably some products listed may not yet be available. Please phone to check availability. 
Prices may change without prior notification. SAVE = Saving off full recommended price. 

Sent to press 29.04.97 Errors & Ommisions Excluded. 

Inter-Mediates Ltd, The Maltings, Sawbridgeworth, Herts CM21 9PG 
























































































































BAH! RUMBLED! 



Packaged with the Japanese and American 
versions of Starfox is an accessory known as the 
Rumble Pak. Resembling a Memory Pak on 
steroids, the Peripheral Formerly Known as the 
Jolt Pak takes two AAA batteries and produces a 
satisfying jolt whenever your craft takes a hit. 
The Rumble Pak is the first decent force- 
feedback device for a home console, 
and really adds to the immersive 
StarFox experience. The 
upcoming Clayfighter 63 
1/3 will use the Pak, and 
beyond that games such 
as Extreme C, Sonic 
Wings Assault, 

Wayne Gretzky 2 
and San 
Francisco Rush 
are also planned 
to be compatible. 





The Sector Y stage sees you flying 
through the hulks of burned out... 


...space hulks. Watch out for 
enemies hiding behind them. 


This is part of the Sector Y boss. 
Three mech suits hassle you here. 




The awesome boss on Solar 
app-ears from behind the lava. 


Shoot the blighter's arms off first, 
then go for his ugly head. 


As he thrashes about, stray lava 
balls can catch you unawares. 








WE'RE ALL 
SHOOK UP 


STEPHEH 

FULLJfiMES, 

The Rumble Pak is a cool idea, and 
Nintendo have used it really well 
with StarFox 64. I especially like 
the way you get a low rumble as 
the bosses approach, but I 
wouldn’t buy it if it wasn’t bundled 
with a game. 


The Nintendo Magazine team 
have been getting to grips with 
the Rumble Pak. Here are their 
first impressions of this unique 
and quirky peripheral... 

S1HOH CLOYS 

Rather than being a hindrance, like 
the Interactor, the Rumble Pak really 
adds to the playability of StarFox 
and is more than just a gimmick 
product. Roll on more games that 
utilise this brilliant peripheral. 


DOUIO McCOMB 

I had misgivings before it arrived, 
but the Rumble Pak has far 
exceeded my expectations. The 
effect is subtle, with stronger 
explosions feeling different to when 
you merely clip a building. I look 
forward to future rumblings. 


SHOUH WHITE 

This type of peripheral can be 
extremely annoying, but that isn’t 
the case with the Rumble Pak. There 
are none of the problems we 
experienced with the Interactor, and 
it further enhances an already 
perfect shoot-’em-up. 
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You know the Mario face you can tweak in 
Mario 64? The final Andross boss Is that big! 



He swipes at you with his huge hands. They 
are his weak points, so hit ‘em hard. 
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Next he sucks you into his huge mouth. Do a 
loop to break free of his suction powers. 



Blow away his skin and he goes into mental 
robo-monkey mode. Alee! Run for the hills. 


a r 



RDMTtST: UUMM8THI 


IN BRIEF 

A powerful, streamlined tank designed for 
stealth, armed with a similar laser based 
weapons package to the Arwing fighter 

0-60mph TOP SPEED 

8 seconds 200mph 

PROS 

Jet assisted barrel rolls get you out of tight 
spots fast. 

CONS 

Jet boosters allow only limited flight. 

OVERALL 

The perfect vehicle for search and rescue 
missions and land based pursuit. 



BQADTEST; flBWING 


IN BRIEF 

A compact and manoeuvrable fighter capable 
of atmospheric and deep space flight, armed 
with a comprehensive weapons package. 

0-60mph TOP SPEED 

0.7 seconds Mach 2 

PROS 

High performance allows loop-the-loops and 
fast reverse turns. 

CONS 

Not much space for the kids. Or the shopping. 

OVERALL 

Ideal for those interplanetary and deep space 
missions where speed is a priority. 


WHY STARFOX 64ISJHE BEST SHOOTER EVER 



There are certain games that amaze you 
as soon as you start playing. StarFox 
64 is one such pieces of software. It 
may not be the most innovative 
game ever, but it successfully 
recreates the ‘wow’ factor from 
the original. From the very 
beginning the action is fast 
paced, and when it lets up it’s 
only to let you know that 
something truly incredible is going 


happen. The real-time cut scenes combine 
with the subtle nods to sci-fi classics, 
to make playing Starfox 64 feel like you 
really are starring in a blockbuster 
movie of your very own. Essentially, 
every aspect of the game has been 
perfectly tuned to make StarFox 64 
the most incredible shoot-’em-up 
you’re ever likely to see on a 
console system. Until the next 
installment, that is. 


The Boles Station explodes in 
a most spectacular fashion. 


The Arwings speed away, 
followed by the debris. 


And they head toward Venom, 
venue for the final encounter. 




E 





** 



The Landmaster is launched 
from the Great Fox at speed. 


It drops quickly to the planet 
like the Aliens dropshlp. 


And breaks its fall by 
engaging its retro thruster. 


- 35"— 
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"Starfox is mind- 
Mowingiy good. 
An essential buy.” 


There’s nothing much I can say 
about StarFox that can’t be 
summed up as “Buy it now, you 
need it”. The gameplay is 
immediately intuitive and 


controller response is spot 

on. The four player battles, the 
multiple routes and the many 
secrets considerably enhance 
the lifespan of the game. The 
music’s not as stunningly 
orchestral as in the first game, 
but the 32 megs of speech have 


been put to good use. Although 
the enemy models are some¬ 
times simple, the detail of the 
textures and the overall quality 
of the graphics make this the 
best looking game on the 
N64. I was simply blown away 
by Starfox’s magnificence. 
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S oftware houses can innovate all 
they like, but tamers only seem 
to buy racing and fiyhtin? titles. So 
uihat better to reinforce the N64's 
rep than a top beat-'em-up? 


Fitting the fightin’ bill perfectly is Killer Instinct Gold, fresh from 
Rare’s secret development farmhouse in the country. With a rich 
arcade heritage, all new features unique to the N64 and legions of 
fans, Kl Gold can’t fail. After all, the N64 beat ’em up market is 
hardly overcrowded at the moment. So what has Rare added to 
the highly successful Killer Instinct formula to make Kl Gold an 
essential buy? Well, how about, tru^ 3D arenas^seven play modes 
and more gamcplay options than you could possibly imagine; 
Salivating yaU You will be. 


CART SIZE; 


GAME TYPE: 


BATTERY BACK UP: 


NO. OF PLAYERS: 


SAVE DATA 


MULTI-PLAYER MODES: ARCADE, TEAM MEMORY PAK: 


TELEPHONE: 

01827 880810 

i 

A 

A ▲ 

RELEASE: 


















HARD TO KILL! 

Every beat-’em-up has a cheesy plot. It must be 
some mystical regulation or something. And, if 
it’s cheese you want, then Kl Cold delivers in 
spades. After Eyedol’s defeat, the Limbo 
dimension opened to reclaim the Warlord’s soul, 
allowing Cargos to break free. As Ultratech’s 
scientists worked to return Gargos to whence he 
came, a malfunction in their dimension-hopping 
machinery meant that Cargos, the Ultratech 
building and the surrounding city vanished into 
a timeflux. Conveniently, the Kl posse happened 
to be in the city at the time, and were sucked 
into the past with it. Now they must fight to 
bring down Gargos 'cos, if they fail, there may 
not be a future world to return to... 




BELOW Distracted, Spinal fails 
to notice his burning feet. 


SEVEN WAYS TO PLAY 


Yes, folks, Kl Gold features not one, not five, but a whole seven - count 
'em! - gameplay modes, each offering a unique feature. 



This would be your common-or-garden arcade mode then. Pick a fighter and pit 
them against the nine other combatants before taking on the final uber boss, 
Cargos. You can continue to fight as many times as you want, as if the coin-op 
was on Free Play. 



The good old ‘tag team’ mode. Create a 
team made of anything from two to 11 
hardened fighters and try them out 
against an opposing Computer or 
human controlled team. Teams can be 
different sizes, and the last man 
standing wins the challenge. 


What’s this... another Team mode? Well 
yes essentially, but this time you can 
only use finishing moves to destroy 
your opponents. Pull one off at any 
point and the other fighter gets 
creamed. Again, you can have teams of 
any size between two and 11. 



A handy addition for Kl newcomers and 
veterans alike. By holding the Z-Trigger 
you can pull up a list of your selected 
character’s moves, in order to see just 
how to do that pesky Super Linker. 
Every button you press is displayed 
on screen too. 



Now this one is clever. Rather than just 
a free practice session, players are 
given instructions on how to perform 
moves and combos. Follow the actions 
of the CPU demo perfectly to earn the 
respect of your Sensei, and maybe 
access hidden stuff... 



Select Training ExcrcUe 


Exercise I - Special Moves 
Cst rc t se 2 JF u niodouhles 
Exercise Combos 

Exercise 4 - Counter Moves 
Exercise 5 - Combo Breakers 


FOCUSED TROM Ilf & 

Yes, it’s very similar to the regular 
training mode, but players can choose 
which element of their training needs 
further study. Pick from Special Moves, 
Autodoubles, Combos, Counter Moves 
and Combo Breakers and play ‘til your 
fingers bleed. 



TOURHOHENT 

This mode is suspiciously similar to 
Arcade, but with the crucial difference 
that all your wins and losses are saved 
to the cart’s internal memory. Not only 
that, but you can save your data to a 
Memory Pak and take it anywhere in 
the world with you. 
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Glaclus’ Mini Milk construction make 
morphing attacks easy. Don v t leave him 
out in the sun though, or he’ll melt. 


I REVIEW 


CONTENDERS... READY! 


Many of your favourite Kl warriors have returned for more punishment, 
along with couple of new faces. However, each fighter has a different 
story to tell... 



The number of options to tweak in Kl Gold is astounding. Not only 
can players alter game speed and toggle blood on and off, there are 
further options which become available once certain difficulty levels 
have been beaten. These include the option to alter throw damage, 
turn projectile attacks on and off, and even disable blocking. 


OPTIONAL EXTRAS 


FULGORE 


Mild-mannered cyborg Fulgore was 
constructed by Ultratech’s scientific 
boffins. After his defeat by Jago, 
the irate greybeards rebuilt him to 
be even stronger and meaner than 
before. Now nothing will stop him 
in his quest to beat Jago to a 
bloody pulp. 


GtftCIUS 


Out for a ride in his starship one 
day, Glacius carelessly crashed 
into the North Pole after spilling 
coffee on his Navicomp. Now his 
homeworld is doomed, and he 
must win the Kl tournament in 
order to get his hands on the 
technology he needs to get home. 


RGO 


Infuriated by his stupid name, Jago 
destroyed the first Fulgore but, 
soon afterwards, his Sensei, the 
Tiger Spirit, went AWOL. None too 
pleased about this, Jago is hungry 
for revenge and sees the new Kl 
tournament as the perfect 
opportunity to satisfy his anger. 


TUSK 


Tusk is simply a warrior who 
fancies himself as a bit of a 
hardcase, and will be fighting in 
the Kl Gold Tournament for no 
other reason than ‘cos he wants 
to. He’s a bit funny like that, but 
he’ll gladly kill you for saying so. 
So don’t try it, alright? 



USELESS TACT 


USELESS TACT 


USELESS FACT 


USELESS PACT 


Fulgore couldn’t fight his way out 
of a soggy paper bag. 


Glacius is formed entirely of Mini 
Milks. No, really he is. 


Jago auditioned for Gladiators last 
year, but was turned down. 


That ‘unkempt’ hair takes over 
three hours to style every day. 


KIM WU 


Gargos and Eyedol were originally 
killed by Kim Wu’s ancestors, so 
she sees it as her destiny to do 
Gargos in this time around. 
Trouble is, all the other Kl fighters 
want a piece of him as well, so 
she’ll have to fight them off first. 
Preferably with a big stick. 


USELESS EACT 


Kim Wu looks a bit like Janet 
Jackson. We said a bit. 



SftBREWULF 


Sabrewulf was a bit of a wuss in the 
first Kl tournament, to be honest. 
This time around his masters at 
Ultratech have performed some DIY 
brain surgery on the flea-ridden 
tyke, and now he conforms nicely 
with the ‘slavering, blood-thirsty 
werewolf stereotype. 


USELESS PACT 


Nine out often Sabrewulfs prefer 
Winalot. Mmm, meaty chunks. 



SPIHftL 


Useless bag of bones Spinal was 
dismembered by Chief Thunder 
after the first Kl tournament. 

Gargos then resurrected him as a 
personal body guard and comedy 
freak show act. If Spinal can prove 
his worth and win the new 
Tournament, he’ll earn his freedom. 


USELESS FACT 


Spinal’s mate, Mr Bones, has his 
own dire Saturn game. 



ORCHID 


If Orchid was real, and not a 
collection of pixels, she’d have real 
stability problems with those 
jabbercrackers. Anyway, she killed 
Eyedol, which Ultratech weren’t 
best pleased about. To cheese 
them off even further, she’s vowed 
to do in Gargos as well. 


USELESS PACT 


Rare have some rather ‘amusing’ 
Orchid renders at their HQ. 
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USELESS IACT 


The Killer Instinct series is famous, or rather infamous, for its massive combos which 
deal out unfeasible numbers of hits. To get a 40+ hit combo, players need to 
memorise lengthy sequences of button presses, but even beginners will be able to 
perform combos of up to ten hits by merely pressing buttons at random! Use of the 
Training mode is essential if you want to become a combo champion. 


A mere slip of a lass, who likes to 
fight in just her underwear. 
Crowned Queen of Amazonia after 
the defeat of Gargos, Maya was 
then turfed out of the job when he 
returned. Her only chance to 
reclaim her throne is to give 
Gargos another good kicking. 


It’s a kicking frenzy here as Kim lays into furry 
reprobate Sabrewulf. Scream, dog boy! 


She doesn't know when to stop. Sabrewulf's head 
is obscured by the flames erupting from his body. 


Maya can’t spell neccesary. Neither 
can we. Fnar. 


“Just stand still for a second”. Kim resorts to the Job done, Kim jumps off, flashing her undercrackers 
old Chinese Burn move to finish him off. for all to see. Honestly, some people... 



Named after his parents’ favourite 
Harvester meal deal, Combo saw 
to Riptor’s demise in the first Kl 
tournament. Wishing to put an end 
to Ultratech’s genetic meddling, he 
returned to their HQ and foolishly 
got captured. To live, he’ll have to 
fight his way out. 


USELESS HCT 


TJ undoubtedly has the world’s 
thickest neck 





Starting off with a slash from her hunting knives. Fraught by hyper-tension. Spinal suddenly 
Maya gives Spinal something to think about. explodes, but Maya carries on hitting him. 



... high into the air. Strap a pair of wings on him 
and he'd be a bird. Quite a bony one, admittedly. 
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Finally she delivers a well placed foot to the 
throat, and bag-of-bones Spinal goes flying... 



















I REVIEW 


Tlisk and Spinal size each other up in Spinal fools TUsk by making his head 

the jungle, ready for a good scrap. explode, and makes the first strike. 




Following it up quickly with a knee to Again. Maybe he has a goolie fixation, 
the knackers. Tusk suffers in silence. Maybe not, this is a family mag. 



Then to finish, honey boy blows the Brutal! The two brain-dead brawlers 

scantily clad one straight off the screen, line up for another go at each other. 



BACKGROUND BONANZA 


Without doubt, the best new feature in 
Killer Instinct Cold is the inclusion of full 
3D polygonal backgrounds. Although the 
game is still played on a strictly 2D 
plain, each arena is now packed full of 
hazardous objects and features waiting 
to be destroyed, and the background 
tends to rotate during the bout so that 


the whole stage can be seen in its 3D 
glory. The backgrounds also give rise to 
an especially hyperactive camera, which 
zooms and pans about the place like 
there’s no tomorrow. Weather effects and 
dynamic lighting add to the experience, 
and make you feel like you’re really 
‘there’. Of course, a big telly helps too. 



Spinal repays the favour by 
washing Maya’s feet. How nice. 




Hove's 

JUNGLE 


Not a lot happens in this hot 
tropical scene, but the stage 
does look particularly lush, 
with an ancient Aztec temple in 
the background. Rainforest 
downpours and monkey 
sounds add to the atmosphere. 


COSTLE 

BOTTLEHENTS 

Set high on the crenellated 
walls of a brooding Gothic 
castle, you’d have thought 
there was the opportunity for 
amusing height related deaths. 
No such luck, unfortunately. 
Gargos hangs out here too. 
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SABREWULF'S 

CASTLE 

This castle is what the flea 
ridden furry one calls home. A 
breakable wall to the right of 
the arena leads to an exterior 
balcony, and the candle holders 
wobble when hit. The music in 
this scene is fantastic too... 



TUSK'S 
STONE CIRCLE 

This stage is similar to a 
certain Salisbury Plain relic. 
Chuck your foe into the tall 
standing stones and watch the 
chippings fly. Not sure about 
the drain in the middle though. 
Could be Tusk’s loo, I suppose. 


ORCHID'S 

SKYSCRAPER 

Skyscraper roofs are popular in 
beat-’em-ups because they 
make a compact arena for 
vicious battles. This new one 
contains barrels of toxic waste 
which can be treated as 
skittles. Not the sweets, fool! 



















I'M ANGRY AND I WANT A FIGHT 


This sequence shows a full-on scrap between Clacius and Fulgore 
Fulgore gets in early with his nifty eye laser, but thanks to his 
morph-tastic - sorry - array of blade related moves, Clacius soon 
gets the better of his metal chum. The result? A Master combo in 
just three seconds! Just watch the hits pile up! 


NOW IN GLORIOUS TECHNICOLOUR 

Most arcade beat-’em-ups offer a choice of costume colours for your 
fighter, and KIC is no exception. Simply press Up or Down on the 
Character Select screen to flick through the options available. Complete the 
Training Mode with full marks, and two extra colours become available - 
Gold and Shadow. Later your fighter is just a grey shape! 





Now gamers can play ‘dress up Kim’ before the fighting action starts. 


COMMENT Okay, I’ve been objective for the whole review, and 
I now I get to have my say about Kl Cold. Maybe I’m just a Street 
[ Fighter purist, but I’ve never really got on with Killer Instinct. Sadly, 

I the N64 update has done nothing to change my mind. I will 
I concede that the backgrounds are excellent and some of the music 
I is cool, but to me the character animation looks stilted and 
l unconvincing on the 3D backdrops. The otherwise brilliant N64 
controller isn’t all that good for beat-’em-ups, and this problem is 
I compounded by the combo intensive nature of Kl’s gameplay. Call 
j me old fashioned, but I’ve never seen the need to learn massive 
combos when games such as SF allow you to invent your own 
j techniques. Kl fans will go ape for this update, and as the only 
j officially released N64 beat-’em-up so far it’ll appeal to game 
f starved fight fans, but I’m content to wait for future developments. 

STEPHEN FULLJAMES 


COMMENT I’m afraid I’m going to have to disagree with Steve 
on this one. Although it doesn’t boast the 3D characters of Tekken 
2 or the sophistication of the Street Fighter series, Kl Cold is still 
one of my favourite console beat-’em-ups. The screen shots you 
see on these pages may look good but, when you actually see the 
game move, it’s one of the most exciting fighting games you’re 
ever likely to see. Despite the game still playing on a 2D plain, the 
camera which swoops and dives around the arena generates great 
excitement, like you’re taking part in the best action movie you’ve 
ever seen. The music is also excellent, and it’s easy to get to grips 
with the simple moves. If you liked Kl in the arcades, you’ll be 
overjoyed with this superb conversion. However, if like Steve 
you’ve never liked the Kl games, this won’t convert you. 

DAVE M c C0MB 


BREAKDOWN 

■ ii ii'Tdhi ■ 


ACTION 


CHALLENGE 


REFLEXES 


i 


The 3D stages are 
excellent, but make the 
2D characters look a bit 
like cardboard cut-outs. 
But as a whole, Kl Cold 
is very well presented. 


HOUR 



INTEREST 


2 3 


WEEK 


MONTH 



Some of the music is 
iffy, but the majority are 
great. Meaty spot effects 
and tons of speech 
make the sound the best 
part of the game. 


Not as instant as some 
beat-’em-ups due to the 
combination intensive 
gameplay, but fans of 
the series will have fun 
mastering everything. 


LASTABIUTY 04 I 


KIC is feature packed, 
and with loads of 
options to tweak, Kl fans 
will find this glued in 
their cartridge slot. The 
appeal wanes slowly. 


OVERALL 


Kl Gold has the N64 beat 
’em-up market sewn up, 
but is still not an 
essential purchase. Kl 
fans will think this is the 
best thing ever though. 




% 
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A s (he tint 'proper' racing sim for the N64, 
Human Grand Prix has a lot to prove. But 
doer it qualify in pole petition, or it it stuck 
at the back of the grid? Take a guess... 



Human Grand Prix has a short, 
but snappy, intro... 





...all soft focused and arty. 
This is interspersed with... 


...real-time cars zipping past 
at high speed. However... 


...consisting of digitised 
sequences from real races... 


...which have been messed 
around with so that they’re... 


A long time ago in a galaxy far away, Lord Bernie Ecclestone had a dream. 
He dreamt of a championship where competitors from all across the 
world would come together to drive round in circles for hours for no 
obvious reason. Fortunately for Bernie, lots of cigarette companies 
decided it was a good idea too, so they sponsored the highly advanced 
cars that were used to drive round in circles. Now, the tranquillity of this 
civilised event has been shattered by a young upstart called Iddie Ervine 
who causes trouble by crashing into people and forcing them off at the 
first corner. Only you can take on the role of Hamon Dill in his wheezy 

old Yarrows Amaha as he attempts to 
regain the FI World Championship 
which is rightfully his. Are you up the 
challenge? Are you heck-as-like. 


HUMAN 


ND PRIX 

■GENERATION 


GET READY TO RACE 

Minor plot details aside, Human FI Grand Prix contains everything you’d 
expect from a modern racing sim. Choose a team and driver from the 
roster and race in a full World Championship over pretty accurate 
representations of the current selection of sixteen circuits. Alternatively, 
pick a rival and challenge them to a single race battle. Or go for a free 
run on any of the circuits. Or tweak the setup of your car until it is, in 
your opinion, perfect. Or change the names of all the drivers and teams 
to swear words... you get the general idea. 



...you can’t see them as they 
were too fast to grab. D’oh! 



HUMAN 

PRICE: 

SEE IMPORTER 

TELEPHONE: 

NOT APPLICABLE 

RELEASE: 

OUT NOW (JAPAN) 


GAME TYPE: RACING 
NO. OF PLAYERS: 1 

MULTI-PLAYER MODES: NONE 


CART SIZE: 


64 MEG 


BATTERY BACK-UP: NO 


MEMORY PAK: 


SAVE CHAMPIONSHIP 
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Who needs FMV when you 
have quality visuals like this? 




Yes, it’s the incredible floating gram 
roof, seen here on the Brazilian GP. 


t?(QQ asp 


Here are three successive frames 01 
harbour area of the infamous Monacj 



SHINING WIT, 

OR SHOULD 
THAT BE... 

Bereft of an official FIA licence, 

Human’s programmers have gotten 
around the thorny issue of using like¬ 
nesses of real drivers in a clever and 
innovative manner. Yes, by ingeniously 
switching around the first letters of 
first and surnames, Damon Hill 
becomes little known Spanish driver 
Hamon (pronounced like you’ve got a 
throat full of phlegm) Dill, and that 
rascal Eddie Irvine changes into Iddie 
Ervine. So quite why the little portrait 
of S. Mihumacher looks just like some 
guy called Michael Schumacher is com¬ 
pletely beyond us. 




it’s Schumac... Oh, no it isn’t, it’s 
someone else. Sorry, my mistake. 


































I CUR YOU CUP, 
WE Aft. CLIP 


Something that will not escape your 
attention when playing Human FI is the 
level of ‘pop-up’ as scenery suddenly 
appears out of nowhere. Okay, so the 
courses are based on real circuits, and they 
weren’t designed with games in mind, but 
Rage Racer draws further into the distance 
with almost no pop-up, and that’s running 
on a flippin’ PlayStation. Add the borders 
on the Jap version, and you start to 
wonder what Human are playing at. 


Half of an office block jerks into view 
9.3 seconds laters, closely followed by... 


...the other half of the same building in the 
next frame. D’oh, d’oh and double d’oh! 




unless I'm very 
much mistaken— 
I DM very much 
mistaken! 


RIGHT The Ferrari goes for a 
spin on a straight, and on a dry 
circuit. Can’t you even drive? 




It’s the usual starting grid line-up. Dill’s got pole. After the line-up, you get a quick fly-by of the 
but he’s driving for Williams so that explains It. grid. We’re right at the back, as per usual. 




The camera pans down behind Ervine’s NMS FI The lights change and we end up stuck on the 

1.8 GTi Ferrari, ready for the off. Are you ready? grid, grinding the gears, trying to find first. 




A fast circuit to begin the season. 

Your only worries are a couple of slow 
chicanes near the start of the lap, and 
a tight 90‘ bend just before the pits. 



Another fast circuit with some nasty 
turns and a hairpin two-thirds of the 
way round. It’s flat out from there, but 
watch for the first turn after the pits. 



irlUl 


A stop-start circuit, with clusters of 
180‘ turns that need to be taken at 
lOOkph. There’s a nasty double hair¬ 
pin near the end of the lap as well. 



This circuit has some tricky corners 
that you have to slow right down for. 
In particular, watch out for the hairpin 
about one third of the way round. 



ruara csv-no T 


Chicanes on the first straight mean 
you can’t get a decent turn of speed 
until the back section. Look out for 
‘Senna Corner’ at the top of the lap. 



A bitch of a circuit. Mind the hairpins 
before the tunnel, the chicane after 
the tunnel, the left-hander after that, 
the complex of turns at the end... 
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VROOOM! 

WITH A VIEW 

Human Grand Prix is some¬ 
what over generous with the 
selectable viewpoints. There 
are a whopping seven in all, 
some of them are, as usual in 
driving games, a damned 
sight more useful than others. 



The nose cone view is flippin’ 
fast, but it's so low down that 
you can't see the bends. 



The cockpit view is marginally 
better, but the lettering on the 
tyres is distracting. 




The fin view is similar to the angle shown on 
TV and offers a decent compromise between 
sense of speed and ease of viewing. 


The close chase view gives you the feeling 
that you're driving in the gearbox of the car in 
front. Don't try and overtake yourself though. 


SHRED THEM TYRES 


While the gameplay in Human FI is fairly 
arcade orientated, there are still a wealth 
of sim-style options just waiting to be 
tweaked. Aside from adjusting the level of 
the computer Al, you can also stipulate 
whether or not the computer cars are 
susceptible to accidents. Then you can 
specify ‘machine touch’, which we think 
means how much damage is caused by 
collisions with other vehicles, and 
‘machine damage’, which covers damage 
to tyres, suspension, brakes etc, and also 
your fuel consumption - for some reason. 
Turn machine damage up to full, and you 
can expect tyre shredding action if you so 
much as think about driving through a 
gravel track. Expect your gearbox to 
explode every other race as well. 

TTTTrn —r 


iCOlPUTER LEUEL 

ERSV 

1RCHIHE TOUCH 

NORIflL 

1RCHINE DflIRGE 

HORflflL 

COMPUTER ROCIDEHT 

ON 

PRCK FILE 

RUTO 

EXH 




Set Machine Damage to Hard, and you 
too can destroy your car in just one lap! 


The Tamicom" view has the 
steering arrow from the SNES 
game, but ain't too exciting. 


As this 'barrier incident' at Monaco shows 
you. Human FI is packed with fake adverts 
too. Oh how we laughed. Like drains. 


Holding the down C button acts like a rear 
view mirror, letting you see what's going on 
behind you. Unfortunately, it takes up the... 


... whole screen, so while you’re checking 
for other drivers you’ll probably end up 
driving Into a fence or something. 


Here's an exciting pit lane sequence. We’re 
running low on fuel, so it’s time to top up. 


The medium chase view is 
fairly redundant, as it's no 
better than the close chase. 


The far chase view is the best 
if you want to see the corners 
in good time. 


s obviously 
gone in for a 
wheel change. 
I sag obviously 
because I 
can't see it 


Another fly-by of the starting grid. Here 
are once more bringing up the rear, if 
you’ll forgive my French. 


we 
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GET THE TOOL KIT OUT 


In addition to tweaking the parameters of the 
simulation, players also have considerable 
influence over the setup of their car. Every setting 
you change alters performance in some way. For 
example, a lower fuel load improves acceleration 
but makes for more frequent pit stops. So choose 
carefully, choose from manual or automatic 


transmission, choose tyre compound, choose gear 
ratios, choose brake power and suspension travel, 
choose level of downforce, choose how much fuel 
to carry, choose a flipping huge television. 

Choose life, choose a family, choose auto-settings 
by mistake and let the computer configure the car 
for you and ruin your race. D’oh! 





Before the race you can alter 
every aspect of the car’s setup. 


And here’s an exciting shot of 
your car entering the pits. 


Select how much fuel to pick 
up, and what tyres you want. 









Select the tyres you want. It’s 
wet, so we’re going for grip. 


Then decide how much fuel 
you need. 3/4 full will do. 


And it’s a fast one! Just five 
and a half seconds. Not bad. 


CIRCUIT TRAINING 



A fairly quick circuit, with some tight 
bends halfway round, and a sequence 
of 1 80* turns near the end of the lap. 
Mind the 90‘ bend at the end too. 



This long, thin street circuit has nasty 
hairpins at each end, but is fairly 
rapid otherwise. The chicanes can 
mostly be taken at high-speed. 



There are more hairpins than straights 
on this track, and most of them need 
to be taken very slowly. The few 
straight bits are fast, however. 



A fast circuit apart from the complex 
of tricky bends at the end of the lap. 
You may also want to mind the slow 
chicane on the back straight. 


This circuit appears pretty similar to 
Silverstone, but it’s narrower and has 
chicanes on all the main straights. The 
turns at the end of the lap are tricky. 



This circuit is all bends, so the only 
bursts of speed are when you tank 
through the shallower bends. Run 
across the pit entrance for a short cut. 
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PREVIOUSLY 
ON HUMAN M 

Human are also responsible for two 
Super NES versions of FI Grand Prix. 
They featured a kind of stunted 
analogue steering system consisting 
of a white arrow which moved left 
and right to signify the amount the 
wheels were turning. This meant that 
players ended up controlling the 
arrow more than the car, and it was 
off-putting to say the least. Oddly 
enough though, the drivers had their 
real names in this version, not weird 
Spoonerism versions. And they had a 
split-screen two-player mode. The 
two games were reviewed in issues 
1 5 and 20, and received 81% and 
72% respectively. Reviewed today, 
they’d get about 40% between them. 
Because they’re rubbish! 



At least the Super NES version 
had the real drivers. D’oli! 




These fly-by shots are taken ... and show off the decent 
from the demo sequence... level of detail on the cars... 



...but they cleverly hide the 
dodgy clipping and pop-up. 


Admittedly It doesn’t look too 
bad from this angle. 



* 



files! is 
in second 
place and 
Hill is in 
second 
place... 



BP11I 

fOUR RANKING 





JS 

FASTEST LAP t 

RUERRGE TI1E 1 





And there’s no pop-up. Because 
there’s no scenery. Double d’oh! 


What’s going on here? Oh, Ninth place. Ervine gets ’nil 
we’ve finished. Surprising. points’. Flinking typical. 


36 000 MILE SERVICE 

Ubi Soft are to release Human FI in America and over here in 
September under the name FI Pole Position, and have 
announced that they plan to tart it up considerably. Our 
version should be full-screen, and Ubi Soft are also hoping to 
tackle the pop-up problem, and maybe add anti-aliasing. They 
are also promising improved gameplay, and if there is a 
significant improvement we may well bring you a 64-Play. 


CIRCUIT TRAINING 



For some reason, this narrow, twisty 
circuit is one of my favourites. The 
first bend is a razor sharp hairpin 
which has to be handled with care. 


One of the fastest circuits in the sea¬ 
son. You’ll need to brake for the first 
chicane, but the other two can be 
taken at speed if you ease off the gas, 


Fairly similar to the Span, Estoril also 
has some nasty bends. Look out for 
the 180’ turns in the middle of the 
lap, and the tight turns near the end. 


A narrow, figure-of-eight course with 
some extremely tight bends. The hair¬ 
pin after the underpass has to be 
taken very, very slowly indeed. 




A three car tangle in progress in Canada. 



But I hatter my way through. I’m the hardest! 



64 VIEW 

"Hot a complete 
wash-out. The N64 
can do bettor.” 


The choice of N64 racing sims 
is currently limited, so I’m 
inclined to be lenient toward 
Human FI. The most obvious 
thing about the graphics is 


the appalling pop-up. but the 

game also doesn’t use the 
anti-aliasing option. This means 
that the graphics are sharp, 
but could be done on a 
PlayStation. The music isn’t 
worth a mention, and with 
dreadful speech samples and a 


lawnmowery engine noise, the 
sound is the weakest part of 
the game If you turn the car 
damage down so you don’t 
shred your tyres, it plays okay 
too, in a mediocre sort of way. 
Not a complete failure, but let’s 
hope the improvement work. 




if] 
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To make three dolphins and a whale follow 

you, go to Championship Mode, choose easy 

level and go to Dolphin Park. Follow the 

dolphin as it performs two loops and stay 

close but don’t overtake it. You’ll know if 

you’re on the right track if the dolphin 

performs a flip beside the pier. It’s fli 

important that you do what the / 

dolphin does so, if it does a barrel 

roll or flip, do the same. The tricky 

dolphin randomly chooses which 

stunt it performs each time so, if you 

aren’t good at the daring tricks, keep mP 

practicing. After two laps the dolphin 

will do a back flip and a baby dolphin 

will start to follow you. Each time 

you do it another baby dolphin will Hrg 

appear. After you’ve completed 

30 laps without 

falling, passing the 

dolphin or messing 

up in any way, a killer ‘48 

whale will join them too! 


In stunt mode, go to Dolphin Park, steer through 
all the rings and perform the'following tricks: 

(1) Handstand . % J J / Jf ' 

(2) Backwards Spin £ 

(3) Stand with Backflip 

(4) Single Backflip off ramp 

(5) Dive off ramp 

(6) Barrel Roll off ramp in both directions 

If you performed these tricks correctly you’ll 
hear a dolphin squeaking when you cross the 
finish line. When you reset and go the title 
screen, you’ll see all the racers riding on 
dolphins. In order to ride a dolphin, 

select Championship Race, normal 
mode. Hold down the 3D Stick 
when selecting your racer and, in 
Dolphin Park, you’ll ride 
on a friendly 
dolphin! 
Have 
fun. 


f Nintendo* 


Here’s a nice trick to change the 
appearance of your racer. Go to the 
character select screen and, before 
choosing your racer, push the 3D 
Stick or the D-pad up and hold it 
there while pressing Start. Your 
character’s outfit and iet| i Btewill 
change colour. Coolio! m 


NINTENDO . 64 


AQUATIC CHEATS 


Thanks to Simon Watts for hfs invaluable 
assistance in this months Code Quest. Why 
not go and and visit his super cool web siti 
at this address: http://www.geocities.com/ 
titties sauare/ allev/4927/.* i 


BABY DOLPHINS AND WHALE 


CHANGE RACERS' COLOURS 


i 






































NINTENDO 64 


COMPLETE CODE LIST 


SUPER MARIO 64 




Okay, okay... here are all the codes 1 have for 
Turok. So, please, no more calls! 

Purdy Colours 

LLTHCLRSFTHRNB ) 

Quack Mode 

CLLTHTNMTN 

Show Enemies 

NSTHMNDNT ] 

Dana Mode 

DNCHN 

Greg Mode 

GRGCHN ] 

Robin’s Cheat 

RBNSMTH 

Unlimited Ammo 

BLLTSRRFRND j 

All Weapons 

CMGTSMMGCTS 

Gallery Mode 

THBST 1 

Spirit Mode 

THSSLKSCL 

Credits 

FDTHMGS j 

Infinite Lives 

FRTHSTHTTRLSCK 

Pen and Ink Mode 

DLKTDR 1 

Disco Mode 

SNFFRR 


NINTENDO . 64 






ItVA 


LIVES TRICK 

Using this trick will give you as many lives 
as you like. The third tree 
from the waterfall 
outside the castle 
has an extra life 
hidden in its 
branches and, if 
you take it into 
the castle, then 
back out again 
you’ll find 
another 
extra life 
in the 
tree! 


FIFA 64 


We’re football crazy, we’re football mad... well 
Shaun is anyway! Here’s some top FIFA 64 tips 
that made his hair stand on end. 

Crowd control: To make the crowd heckle your 
opponent, press any direction on the D-Pad. 

Goal animation: To activate a host of different 
goal sequences, press any of the C-Buttons after 
scoring. Now you can taunt your opponent! 
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PILOTWINGS 64 


[NINTENDO 64 

VARIOUS TRICKS 


Full points on Jumble Hopper, Mission 3 

Jump between the building you start on and the 
building in front and you’ll notice an open 
doorway. Go through the door and you’ll be 
inside Nintendo’s HQ. Hop out the other side 
and you’ll be teleported to the end of the level. 


Perfect landings 

To score a perfect landing on a skydiving stage, 
aim at the centre of the target and release your 
chute about six meters from impact. 



DIFFERENT ENDINGS 


Morning ending Complete all the missions. 
Noon ending Get gold medals in all the 
regular missions and extra games. 

Night ending Get a perfect score on every 
mission and the extra games. 


SUPER EMPIRE 
STRIKES BACK 


supfumm 

CLASSIC CODES 


SUPER RETURN 
OF THE JEDI 


\ smrniimm 

CLASSIC CODES I 







Extra Continues 

For some extra continues, go to the Title 
screen and quickly press A, B, A, Y, A, X. 
You’ll receive four extra continues. 


End Credits 

If you fancy a quick look at the credits, 
simply go to the title screen and press A, 
B, A, B, A, B, A, B. Simple. 


ULTIMATE MORTAL 
KOMBAT 


MORE SECRET CODES 


C 



People are still asking for these codes! 

On the main menu, enter the following: 
Kool Stuff Right, Up, B, B, A, Down, Up, B, 
Down, Up, B 

Kooler Stuff Up, B, A, Back, Down, Y 
Scott’s Stuff B, A, Down, Down, Back, A, X, 
B, A, B, Y 


. T i m ATE 

iu' •/ij 


START 
OPTIONS 
KOOL STUFF 
KOOLER STUFF 
SCOTTS STUFF 
SOUND TEST 
CREDITS S 




1 

im 


Sound Test 

While playing any of the side-scrolling stages, 
press and hold A, B, X, Y in that order. A sound 
test should then appear on the screen. 


p\ 


*jT 


t START 
^fepTTO* M FHU 


JP u fi f ♦ i 

s « m P i p e o m? h nc . 


Title Screen Tricks 

When the Menu Select first appears, press Y four 
times. Vader should say “Impressive”, so then 
press Start. When the Star Wars logo fades, use 
L, R and the D-Pad to rotate or scale the intro. 







f 
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The Nintendo Hotline clinic is in session, 
helping all you readers who are, for 
one reason or another, completely stuck 
in yames. As usual, the Hotliners have 
answered the most desperate pleas but, 
if you don't see your query answered in 
these payes, don't hesitate to five the 
boys a call on 01703 652 222. 





In Turok: Dinosaur Hunter a mask symbol 
appeared, but vanished before I could 
reach it. What is it and what does it do? 
Bryan Streitfeld, Jersey 

This is known as the Mortal Wound icon and it 
raises your total hit point to Level Five. Mortal 
Wound icons sometimes appear if you kill an 
enemy with your knife or arrows. 

Where do I find the Level Five 
Chronosceptor piece in Turok? 

Jon Rhodes, Wolverhampton 

If you were paying attention, 
you’d have seen the solution to 
this in Nintendo Magazine’s 
Turok: Dinosaur Hunter tips 
book last month. At the end of 
the level is an area packed with 
stone pillars. Jump from pillar to 
pillar ‘til you reach the building and 
go to the left. Continue jumping 
from pillar to pillar down the side 
of the building ‘til you reach the 
lowest point. Look to the left and 
you’ll see a sheer, vine covered wall - jump 
across to the wall and climb up. The 
Chronosceptor piece is at the top. 


I’m struggling to defeat IG-88 in Shadows 
of the Empire. Do you have any tips? 
Irvin Kerschner, Arbroath 

Of course we have tips... we are the 
Nintendo Hotline after all! Jump 
off the train and quickly run 
towards the wall - there’ll 
be openings to the left 
and right. Go through the 
left opening and head up 
the ramp. At the very top 
you’ll find two alcoves 
in the wall, one of 
which is full of 
scrap metal. Go 
into this alcove 
and stand behind 
the two red chunks of 
metal so you have your back to 
the wall. Now, wait ‘til IG-88 appears and 
shoot at him between the chunks of metal. If 
he moves to the side and starts to hit you, 
don’t panic. Either back up or sidestep left or 
right. He should die pretty quickly. 



I keep getting blown off the top of the 
Eagle Tower in Game Boy Zelda. How do I 
defeat the Eagle there? 

Mark Brown, Greenwich 

The best way to defeat the evil Eagle is to hit 
him six times with your trusty Hookshot. In 
addition, make sure to equip and use the 
Mirror Shield when he blows the wind at you. 

Where do I find the Flammie Drum and 
Sea Hare’s Tail in the awesome RPG, The 
Secret of Mana? I’m stuck! 

Darren Hodges, Broxbourne 

After you’ve defeated the Mech Rider in the 
Emperor’s Castle, King Truffle will appear and 
give you the drum. To get the Tail, fly to 
Northtown after receiving the Flammie Drum, 
then drift to the southeast ‘til you reach a 


small hexagonal island. If you land on this 
oddly shaped island you’ll now be able to 
buy the Sea Hare’s Tail from the General 
Store. Easy when you know how! 


There’s an eerie face out in the ocean 
in Secret of Mana. What does it do? 
Edward Johnson, Newcastle 

If you fly directly west from the Ice Palace 
and look carefully at the surface of the 
sea you’ll see a strange face like the one 
on the surface of Mars. It doesn’t do 
anything, but it hints at the presence of 
extra-terrestrials in the game’s storyline. 
Those crazy Nintendo coders, eh? It’s 
worse than the blummin’ X-Files! 
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In Street Fighter Alpha 2, why does 
Dan flash when you perform a Dragon 
Punch? It looks pretty weird. 

Rob Ball , Leicester 

This flashing move happens when players 
perform the move perfectly. 


Can I play as Eyedol in Killer Instinct 
on the Super NES? 

Jason Taylor ; Herefordshire 

Of course you can, young Jason. 

And this is how - choose Cinder on 
the select screen and, when the Vs 
screen appears, hold Right on the 
Control Pad, then quickly press 
Quick Punch, Quick Kick, Fierce 
Punch, Medium Kick, Medium Punch, 
then Fierce Kick. Easy. 

I’m having trouble doing finishing 
moves on Super NES Mortal Kombat 
II. Is there anything that’ll help me? 
Paul VJilsdon , Co. Down 

I’m always glad to help players stuck in 
the classic Mortal Kombat beat-’em-ups. 


iUiiiXLS 


On the character 1 
select screen, press 
Up, Up, Left, Up, Down, 
Select. If you enter the code 
quickly enough, you’ll hear a 
“swishing” sound and you’ll have 
an infinite amount of time to 
perform those gory finishing 
moves. Get practising! 
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Please, please print my letter! I need help 
and you’re my last hope! Where do I find 
all those illusive ID cards in Jurassic Park 
on the Super NES? 

Michelle Crichton , Shoeburyness 


Dennis Nedry 

Ground Floor, 

Beach Utility Shed 

Dr. Hammond Roof 

Visitor Centre 

Allen Grant 

Ground Floor, 

Visitor Centre 

Ian Malcolm 

Upper Level, 

Raptor Pen 

Donald Gennaro 

Sub Level, 

Nublar Utility Shed 

Ray Arnold 

Sub Level, 

Beach Utility Shed 

Dr. Wu 

Sub Level 1, Ship 

Robert Muldoon 

Sub Level 1, 

Raptor Pen 


How do you reach the red coins on Super 
Mario 64, Course Nine, Dire Dire Docks? 
There aren’t any poles to climb! 

Mary Segali, Epping 

The reason that there are no poles is ‘cos you 
haven’t defeated Bowser for the second time. 
Do that and the poles will appear. 

I’ve lost my cap in Super Mario 64 - how 
do I get it back? 

Matt Yeo, Saturn Magazine 

There are three places where you can lose your 
cap. Here’s how to retrieve it. 

Course 8: Shifting Sand Land 

Jump into the vulture that stole your cap. 

Course 10: Snowman’s Land 

Search the area around the ice building to find 

the cap. If it’s not there, exit the course and 

re-enter, then look for the snowman wearing it. 

When he falls, you’ll be able to grab it back. 

Course 12: Tall Tall Mountain 

If you and your cap get blown off the side, 

climb back up and take it from the monkey. 

Do you have any cheats for Super Empire 
Strikes Back on the Super NES? 

P. Harrison , Norfolk 

On the options screen, press A, B, Y, X, A, B, Y, 
X, A, B, A, B, Y, X, X, Y, A, B, Y, X on controller 
one. Start the game as normal then, in a side 
scrolling level, press the L and R buttons on 
controller two for a cool debug screen. 



If you’re tearing your hair out over a game, 
simply write to the Hotliners at: 

Help me, I’m drowning!, Nintendo 
Hotline, Nintendo Magazine, 37-39 
Millharbour, London, El4 9TZ. 

If you’re desperate for help, then call: 

01 703 652222 
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ftYUMI STEWART 
USA, AGE 21 


Ayumi is fast and manoeuvrable, but tends to come off 
worst in collisions. Beginners are advised to pick her 
while they get used to the game, and note that her light 
frame makes her a aood choice 


MILES JETER 
CAHADA. AGE 24- 


Miles is fast and stable, and probably has the best overall 
handling of all the WaveRace characters. However, he does 
go to pieces a bit when it comes to the 


NATIONALITY 

AGE 

HANDLING 

GRIP 

STABILITY 

SPEED 

ACCELERATION 

SKILL 


STUNT MODE 


The emphasis here is on scoring points and, while 
you do score for fast times, you’ll need to slow right 
down or even stop in order to pull off a succession of 
stunts or get through closely spaced rings. The best 
time to do stunts is just before a checkpoint ‘cos, if 
you fluff up, you can sprint for the line and pick up 
extra time. Following the maps, an ‘L’ symbol means 
do a jump stunt, while an ‘R’ symbol means do a 
water stunt. Where an ‘L’ symbol appears without a 
ramp, it means that you can submarine off a large 
wave. Oh, remember that, if you miss a ring, you’ll 
lose your accumulative score. 


NATIONALITY 

AGE 

HANDLING 

GRIP 

STABILITY 

SPEED 

ACCELERATION 

SKILL 


Strap on yer waterwingj 
WaveRacerc, 'cos its time (or J 
another definitive Nintendo 
Magazine player's guide. This ^ 
month we're covering Normal and 
Expert modes in WaveRace 64. 
and providing tips for racking up 
huge Stunt Mode scores. Swim 
back next issue for the lowdown 
on Expert and Reverse modes, plus 
the remainder of Stuff Mode. * 


BEGINNER 


SELECT YOUR 
WATER CRAFT, PLEASE 

The riders in WaveRace 64 all have different 
attributes. Bear this in mind as, once you’ve 
selected someone, there’s no going back! 



DOLPHIH PARK 

The training level has a wide variety of water conditions, so 
watch for the occasional wave or current which can knock you 
off track. You’ll also need to Submarine off the larger waves to 
rack up a high score. And it isn’t easy... 





Wm- HHHHi 

Time bonuses aren't so important, so slow 
down to perform more stunts. 
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CUSTOM COMBO 

Most racing games let players alter the handling of their cars in some 
way, but in WaveRace we’re not dealing with things like suspension! 
However, you can modify three areas of your Jetski’s performance... 



NORMAL 


HANDLING 

1 

HEAVY 


ENGINE 



DASH 

TOP END 
»- 


GRIP 

LOOSE 

TIGHT 

m _ j 


This race setup gives you speed 



NORMAL 


HANDLING 

1 

HEAVY 


ENGINE 

DASH 

TOP END 


GfttP 

LOOSE^ 

TIGHT 


Light handling and a bias to 


at the expense of acceleration. acceleration is good for stunts. 



Quite simple this Push Engine to Push Grip towards 

one - push Handling ‘acceleration’ and, ‘slip’ and your 

towards ‘light’ and obviously, your engine will recover 

your Jetski reacts Jetski is quicker off power quickly, but 

quicker. However, the mark, and also it’s easier to make it 

push it towards takes corners faster. skid. Push Grip 

‘heavy’ and control Push your Engine to towards, er, ‘grip’ 

is easier and ‘top end’ and your and you won’t skid 

smoother. Note you overall speed will about as much but 

get better acrobatic be higher - a big your engine won’t 

performance in the advantage on those recover power quite 

excellent stunt mode long straights which as quickly. The 

with ‘light’ handling. can help you move choice, as they say, 

Now, go for it! from last to first. is totally yours. 


RYOTft HAYAMI 

JAPAN, AGE 18 _ 

The youngest entrant in the WaveRace 64 championship, 
Ryota’s skills are average in all areas, with a slight bias 
towards grip and top speed. If you can’t cope with the 


TRICKS OF THE TRADE 


The key to racking up huge stunt mode scores is mastering all the tricks and knowing 
where to use them. Here, for your viewing pleasure, is the full run down... 



way Miles and Dave handle, Ryota’s your man. 


NATIONALITY 

AGE 

HANDLING 

GRIP 

STABILITY 

SPEED 

ACCELERATION 

SKILL 


JAPAN 

18 


ALL-ROUNDER 


SOMERSAULT 

Push forwards on the 3D Stick as 


DRUID MARINER 
USA. AGE 32 


you approach the ramp, then 
pull and hold the Stick back to 
flip quickly through 360’. 


The oldest competitor - and the lardiest - Dave is the 
quickest of all, but that extra baggage he carries means 
that he’s not so hot on corners. Don’t pick him 




for stunt mode... unless you’re mad. 


NATIONALITY 

AGE 

HANDLING 

GRIP 

STABILITY 

SPEED 

ACCELERATION 

SKILL 



HANDSTAND 


Move off acceleration and pull 
down on the Stick, then push 
and hold it up. Keep holding up 
to ride like that too. 



BARREL ROLL 


As you hit the ramp, push left or 
right quickly, then push the 
other direction and hold for a 
slow spin through the air. 



h 

n 


BACKWARDS 

Come off the accelerator and 
quickly twist the Stick 360' 
clockwise to ride around on the 
front of your Jetski. 



SUBMARINE 


Pull back as you hit the ramp, 
then hold the stick forwards to 
dive underwater. This stunt can 
also be performed off big waves 



STAND UP 


Come off the power again, but 
this time twist the Stick 360* anti¬ 
clockwise. Hold down afterwards 
to finish with a somersault. 



Remember that you only score 10 points if It’s important to go through every stunt ring to Submarine off the biggest waves to score 

you repeat a stunt between checkpoints. get a maximum score multiplier. extra stunt mode points. It’s that easy! 







( 
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RACE ONE 


The Championship begins with this 
simple course. On Normal level the 
^uoys^re^idel^spaced^^^^^ 


< 

2 

tc 

O 


SANDY BEACH 


HOW TO WIN RACES AND ANNOY YOUR MATES 

These strategies can be used in Championship and Time Attack modes, and there 
are also ‘flash points’ which indicate tight situations in two player races. 


0 You can get a nifty speed boost at the start by applying finger to A-Button just as the lights 
turn green. With practice you’ll get maximum power every time. 

0 As soon as you pass the red ‘R’ buoy, cut in towards the corner so that you almost hit the 
beach. Your rider may slip off their ‘Ski, but they’ll pick up speed again quickly. 

© The buoys on the back straight are positioned so you can go in a straight line between them 
© At point two, cut in sharply for the corner, but make sure you •&&& v® 

come out of the corner close to the beach as there isn’t much & Is dL 

room to get past the next yellow L buoy. 


While one player weaving through a 
line of buoys isn’t a problem, two 
players doing the same thing at the 
same time can result in an upset. 


RIGHT Cut as close to 
the buoys as you can 
to get round corners 
a bit faster. 


% 





RACE TWO 


SUNSET BAY 


This section is similar to the 
Normal level, but it helps to go 
into this corner wider ‘cos the ‘L’ 
buoys round the corner are much 
closer to the sandy shore. 

Pull out slightly to get round the 
bright red ‘R’ buoy 
The first chicane to give grief, the 
cross current also conspires to 
make your life a misery. Watch for 
the mines after the ‘L’ buoy. 

Here you have to cut in towards 
the beach to get past the ‘L’ buoy. 
Stay close to the beach right 
round the corner as well. 


You have to slalom 
between these 
buoys to have any 
chance of passing 
them all. 


r *> 

This slalom section forces both 
players to jostle for position. 

You know what to do... 



CM £ 

< 

P A • 


L _ jUl. 



SftNDY BEACH 

On this course the rings are arranged in a slalom pattern 
which gets progressively tougher. There’s only one ramp and 
only one wave to submarine off, so stunt sequences are the 
key to high scores. Time to get some practice... 



I 

I 





Try and get in three water stunts before the 
first Checkpoint as there's only one ramp... 
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RACE TWO 



Q It’s important to get over to the left of the field for the first buoy, 
but you also have to make sure that you don’t run aground in 
the process. If you start in first place it’s no problem. 

© The last buoy before this corner is an ‘R’, so you can take it 
fairly wide, but make sure you don’t turn too soon and hit the 
jetty. D’oh! Watch for the ‘L’ buoys straight afterwards too. 

G Beginners may want to go round this ramp, as jumping over it 
lands you in choppy water which can unseat riders. If you go for 
the jump, line yourself up with the buoy beyond first. 

© Whether you go round the ramp or over it, players can slip 
through these two buoys in a straight line. 

© Be careful at this last left hand bend as the ‘L’ buoy after it is 
quite close to the wall. Come wide into the corner and you 
should be okay. Just don’t lose your nerve. 

© On the last lap, break from the course and sprint for the finish 
line. You’ll power down and get a ‘Course Out’ warning, but 
don’t worry as you can jump from last to first place! 



corner again here. 



Don’t worry about powering down or leaving 
the course - It’s a huge short cut. 



RACE THREE 


Now you’re skilled enough to go 
over the ramp, but make sure 
you’re lined up between the ‘R’ 
buoy before the jump and the ‘L’ 
buoy after it, otherwise you’ll have 
to steer in mid-air. Don’t bother 
with stunts - they slow you down. 

A fairly shallow slalom here, but 
the water currents may give you an 
unwanted speed boost. 

This tight corner needs to be taken 
close to the wall, and remember 
that you can cut the whole corner 
off on the final lap. 


The buoys on this slalom are J| 
now closer together, so you’ll ^ 
have to weave through them. 
Practice and you’ll be able to 
get a smooth left/right 
motion going. Easy. 

Slow up a bit as you approach B 
the poles sticking out of the 
water You have to go through Q 
the poles to pass the ‘L’ buoy, M 
but on the last lap you won’t H 
lose much time if you just go * 
round the right-hand side. 

Keep close to the ‘R’ buoy as M 
you enter the area. SS 


if you can nudge your competitor 
to the left here, chances are they’ll 
end up careering into the island. 


With only tiny gaps between poles, 
one of you will come to grief, so 
watch out for your opponent. 





...and here it is in all its wooden glory. A 
barrel roll or double flip is your best bet. 


Because there’s only one ramp, you need to 
go through every ring to score well... 


...even if it means slalomlng wildly from left 
to right to reach them all. 
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RACE THREE 


§ DRAKE LAKE 


The biggest problem here is the 
visibility impairing fog which lifts 
over the course of the race. 



Q It’s a sharp corner after this ‘R’ buoy, so pull down on the Stick as 
you turn to get round extra quickly. 

Q You can go either way round the island, but if you go to the left 
you’re more likely to get caught in the reeds. The island is also 
deceptively wide, so try not to run aground. 

Q At the end of the island you’ll need to turn left then right to get 
round the ‘L’ buoy. After this it’s a sharp turn to the next section. 

0 This slalom section isn’t too tight, but you still need to gently 
weave left and right to get through 
it quickly. Don’t oversteer or you’ll 
end up all over the place. 

0 The section with the poles is tricky, 
but at this level you can go round to 
the right of them and cut in to go 
round the difficult ‘L’ buoy. 


ROUND 3 DRAKE LAKE 


Q* 


c 

x 

8 

X 



through the poles. Or chicken out and go round the right side instead. 







Take this corner fairly wide again, but note that the first ‘R’ buoy 
after it is now closer to the harbour wall than before. 

There are now more crates and bits of junk in this area. The crates 
are easy to see, but watch out for the planks as they float on the 
surface and you usually can’t see ‘em ‘til it’s too late. 

On the second lap the flood gate opens, letting you cut through 
the narrow channel instead of going round the end of the island. 
Stay close to the left wall of the channel, then turn early at the 
end to avoid hitting the wall - the current should push you round. 


On the second lap, the flood gate opens up, 
enabling you to take a large shortcut. 


ABOVE RIGHT Careful over the stone pier, or this happens 


F 

'ACE FOUR 

EE 

RINE FORTRESS 




Try to do a stunt before this corner - a stand 
up or backwards is easiest here. 
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RACE FOUR 



This course has the challenge of 
floating junk, which can unseat 
^iders^ftheyVeno 




It’s important to go wide into this corner and 
then stay close to the wall to avoid buoys. 


Mind the crates, 
WaveRacers! 


o 

o 

o 

o 

o 


For a sneaky short cut, try jumping over the stone pier. Just 
left of the middle gives the best results, and the CPU players 
never try it. You can still come a cropper, though. 

Take this sharp corner wide and tuck into the wall as you go 
round ‘cos the next buoy is a red ‘R\ 

This is the area full of rubbish and crates, so try not to hit 'em or 
you’ll fall off. On the Normal mode this isn’t much of a problem. 
Another sharp corner. You need to turn in quickly once you’re 
round the bend to get past the next 
bright red ‘R’ buoys. 

Turn sharp left after the last ‘R’ 
buoy to avoid slamming into the 
stone wall beyond. 






BLUE 


I 53iinsTneconD 


BELOW This tunnel is 
one of the hardest 
parts of the games. 


Turn sharp right here 
to get to the shortcut. 


On Hard level there are multiple routes around Port Blue. 
The CPU players take the shortcut, so you’ll have to as well. 


RACE FIVE I 

PORT BLUE 


This corner is pretty much the same as the Normal level, but the cross current is a little 
stronger. You’ll need to turn a bit tighter as well, ‘cos... 

...this tiny passage is now open. You can go round the long way if you want, but the CPU 
players won’t wait. Slow down, take it easy, and you should survive. Just. 

The ramps are closer to the boat this time, but you should still be able to get through the 
small gap without running into any problems. 



Submarine off the first ramp and you’ll go A timely double flip off the second lap means 

through both mid-air rings on the way down. that you can get over 3000 points in one go. 



If you run out of time, chances are you’ll 
coast over the line and still finish. 
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o 

o 

o 

o 


Keep close to the ‘L’ buoy to avoid running into the floating 
junk. There’s a bit of a cross current here too. 

In this section you can keep close to the right hand wall, 
cutting anything from three to five seconds 
off your lap time. Useful! 

This is a tricky section ‘cos you 
need to turn sharply round the 
first ‘R’ buoy to avoid the wall, 
then keep close to the wall to 
get past the other two. 

Don’t hit the ramp here or you’ll 
take the corner far too wide and lose 
time. Instead, hug the side of the boat and 
turn sharply round. 




RACE SIX 


An extra course, set in a city at 
night. Don’t get distracted by the 
awesome reflections in the water. 


Co over the ramp here to cut out a huge section of the course 
by going through someone’s swimming pool - the CPU players 
usually don’t go for it. 

It’s a tight turn round the sand bank here but, if you slide right 
over it, you won’t lose any speed. Head over to the right bank 
after the corner. 

Don’t bother with this ramp - it’s narrow and, if you slip off, 

you’ll land on a mine. Instead, keep to the right 

and dodge the deadly floating mines. g 

Turn very sharply after the ‘R’ buoy and go 

down the left side of the first ramp. You can W ^ 

jump over the second, or go to the right 

and slide round the chicane. 


Competition for the ramp here can 
be fierce. You know where the 
mines are, so forget the ramp and 
go through underneath while your 
mate slides all over the place. 


It's quicker to avoid the ramp here, but you 
have to dodge the mines as well. 



OROKE LUKE 

The fog is a hindrance here as you can’t see where the next ring 
is, so take things slowly. The three ramps on the back straight of I 
this course are good for flips or barrel rolls, and the end of the 
lap is good for a cunning stunt sequence. 




$991 


'u’OMf 


If* 


m 




Be prepared to turn sharply here as the rings 
appear suddenly out of the mist. 
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RACE SIX 



- 

This course evolves as the tide 
goes out during the race. Look out 
^foMie^hazards^^oi^go^^^^ 




Q On the first lap you can take this corner very close to the pier, but 
after this you need to go wider to avoid the exposed sandbanks, 
o To begin with the ramp and boat are submerged, so you can go 
straight through. On later laps, go round the left side of the boat if 
you don’t fancy jumping over - hit the exposed wooden masts 
and you could get stuck on the ship’s deck! 
o These wooden remains are submerged on the first lap, but need 
to be approached with care on the second and last laps. 

Q On the first lap, pull back as you hit 
the ramp then push forwards to 
submarine under the pier. On later 
laps, the tide has gone down so you 
can go under the pier instead. 


Both players will probably be 
jostling for the ramp here. If push 
comes to shove, push your mate 
out of the way! Fall off and you’ll 
have to go round the long way. 


The wild, choppy seas mean you have to aim 
carefully to get between the masts. 


The same goes for 
these things. 




RACE SEVEN 






To begin with the ramp and boat are 
submerged, so you can go straight 
through. On later laps, go round the 
right side of the boat as the buoy 
straight afterwards is now an ‘R’. 
There’s now a strong current flowing 
towards you here, so push forwards 
to submarine through the waves. 
Once again, submarine off the ramp 
to get under the wooden pier. 

There’s a cross current between these 
two buoys. Head square between 
them and you should surf to the 
finish line on the crest of a wave. 


This ramp is essential if you want 
to get under the pier quickly. It 
may be better to go round than 
risk falling off and losing ground. 



NEXT MSH-UE (GROAN!) 

Tuna in next month, codiets, for the second part of our jawsome 
va/->«</-»d -ira (\A miidp. Enough of these darned fish jokes alrea y 


m 


im 


You can steer in this position, so use every 
opportunity to perform extra stunts. 


HHHHv .'rm. 

Fog is still a problem later in the lap, but 
visibility does gradually improve. 


The final rings are scattered through the pole 
section, so concentrate and hang on tight! 


All tips verified bv the Nintendo Hotline (01703) H5EEEE 


Official UK CESSES) Magazine 53 















































N 


intends 


TIPS CENTRE 


Good newt, Terrani^ma (am. The Nintendo Hotline hat officially 
completed the tame, to now the boyi can anwer all your burning 
questions. Meanwhile, the Cosmic Cracker's player's guide continue!... 





Talk to the red Lilly about the Yeti’s, then head right and use the vines 
to climb up and down the cliffs. Once you’ve reached the hot spring, 
walk right to find a cave entrance leading to an icy cavern. 


Inside the cave run left, up, right then down. When the path seems 
blocked, simply lift the boulders away. Climb the vine on the left of the 
screen, then follow the path down the small vine to find the Firepike. 



Push the boulder and go through the small entrance. Walk around the Run down the right side of the ramp to break another wall. Follow the 
cave once more and climb the small vine again. Run up the left ramp to path around the cavern and speak to the red Lilly. Once you have the 
break the wall ahead. Inside the new cave you’ll find the Ice Suit. Snow Grass Leaf, go to the hot spring and throw the leaf into it. 



Walk along the snowy cliffs and use the vines to reach the upper areas. Outside, follow the path and vines to a large hole. Jump down and 
If you head in a westerly direction you’ll find a large ramp facing north. follow the route around the cavern. Once you leave the cave, climb up 
You’ll have no control over your character at this point. the vines to the top of the cliffs to find the Dark Morph boss. 



Yeti Form: Avoid the icy blocks. The boss cannot be attacked. 
Wizard Form: Flit him anywhere using jump attacks. 

Final Form: Flit him anywhere with jump attacks. 


In the village of Lhasa, talk to Kumari in the upper section of the house. 
Now explore the village and save your position in the higher regions of 
the small town. Co back to Kumari to find out about your next mission. 
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Walk to the top-left corner of the town and talk to the old man about 
Meilin. Find Meilin and talk to her until she tells you to get lost. Make 
your way to the inn and go to sleep. 


Leave the village, head east, cross the river via the bridge to the north 
and head for the scorched Gobi desert. Follow the little girl to a town 
called Louran. 



When your adventurer awakes, walk right one screen, then up one and 
drop down the hole. Head north-west and go back to Meilin’s room to 
find a Red Scarf. It’s essential that you collect this item. 



Walk down Temjin’s house and push the tables away to unblock the 
path. Head back to the square and take the lower right path. Head right 
until you see a narrow road leading up the side of a house. 



Retrace your steps through the chimney, walk right and drop down the Go back to the town square and head for the top-left corner. Move left 

hole. Use a cure potion here as you’re sure to be poisoned. Open the one screen and look for two zombies walking into a secret entrance, 

chest to find and equip the Holy Seal. Follow them, crawl through the chimney and walk up the pathway. 



From the north side, make your way east towards the cemetery. Once Talk to the three nomads to get directions through the Lost Desert, jot 
there, walk to the top-right corner, equip the Red Scarf and talk to Turbo them down on a pad then exit the camp. Walk left to the Lost Desert 
the dog. Now follow the mutt to find little Meilin. and use the directions to reach the town of Loire. 



In the town of Loire, talk to the townsfolk and buy a flower from the Inside the castle, walk up into the doorway then go through the far left 

flower girl. Now visit the inn and meet Lady Fyda. Have a sleep then, door. You’ll now be in the main quarters. Head down the steps and talk 

when you wake up, go and talk to the herbalist. to White Wind, the thief, in jail. 
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Make your way to the Library on floor 1 F and read the books. Co back Exit the castle and head north across the bridge to Molly’s House. Talk 
the way you came to the main corridor, walk to floor 2F and speak to to her about the mushrooms in Mush forest. Go to the map screen and 

Princess Elle. head for the forest. Look for the little blighter hidden in the trees. 



With the mushroom, go back to Loire and give it to the herbalist inside 
the inn. Have a nap then collect the sleep potion from the herbalist. Head 
for the castle kitchens and drop the potion in the large baking pot. 



Visit the dungeons and get the keys from the sleeping guard. Open the 
cell door, release White Wind then head for the King’s bedroom (3F). 
Push the guard and move the statue to reveal a hidden room. 



Head towards Molly’s house then left towards Norfest Forest. Equip the 
Protect Bell. Walk up one screen, then left and up through the trees. Walk 
right one screen, up one screen, go up again to find the bridge. 



vV 

$ 


I get 

this feel 

i n 0 

someth 

i n g is 


t r a i 1 i 

n n me.© 



From the bridge, follow the path on the right through the trees. Go down 
one screen then right towards the lake. Walk past the lake into a dark 
area. Move up one screen to find a chest containing the Dog Whistle. 



After collecting the Dog Whistle, make your way back around the lake 
and head south-west. When you hear a scream, head back one screen to 
find Meilin being attacked by bats. Fight them off and talk to her. 


Once Meilin is rescued, walk down one screen and head north-west to the 
completed bridge. This leads to the town of Stockholm. Quickly equip the 
Dog Whistle and use it when surrounded by the pack of wolves. 
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Walk into Elle’s house and enter the brown door a couple of 
rooms up. Inside you’ll find the Portrait. Exit the house and 
make your way back to the castle. Now talk to the king. 


Back in the town, talk to the residents to learn about the king’s 
death. Go to the fountain, listen in and vote for Jean. Once you’re 
told to return, leave town and re-enter to find out the results. 


















































































Head west and walk through the toll gate to a town called Fritz. In the At the crossroads, head right to find the library. Kill all the monsters 
town, talk to Dr Emilo in the hospital to learn about the fever healing and read the books. Walk back to the crossroads and take the southern 

herbs. Speak to the residents then head for the inn and chat to Royd. doorway to the Chapel. Kill the four skeletons to release a spirit. 




Let the spirit follow you, go back to the main hall and keep to the upper 
levels. Head right and walk towards the silver knight. The spirit will 
jump inside the armour and attack. Kill it to make a path appear. 



Head to the lower path and enter the guard room. Open the two chests 
to find the Ice Pick and Tower Key. Retrace your steps and find Yomi in 
the number room. Enter 286 on the mechanisms. 




Make your way to the kitchens and climb through the dark chimney to 
find the Black Opel. Now head downwards to the battlements and open 
the tower door by equipping the Tower Key. 



Kill the huge knight to open the large gate, then follow the wooden 
beams to the big snake head statue. Place your hand inside the mouth 
to turn all the acid ponds into water. 



Head to the left side of the battlements and unlock the second tower 
door. Follow the path to the top of the tower, then stand to the right 
hand side of the tower to make Yomi appear. 



Go to the chandeliers and hop on the right one. Jump to the platform on 
the right and open the chest to find a Ruby. Go to the castle entrance 
and jump in the fountain to find the Sapphire. Go to the portraits. 



When the dolls stop, hit the bottom one. When they stop again, hit the 
top one. Keep doing this ‘til they vanish. Follow the corridor to the 
single doll. Hit it to make Bloody Mary appear. Hit her to inflict damage. 



NEXT 

MONTH! 


It’s getting tough now, 
so heal your wounds and 
get ready for next month’s 
adventure. Next issue we’ll 
be meeting loads of nice 
people for a change. So, 
until next month, I bid 
you farewell. 
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I t's time to join us in Nintendo Magazine's 
Classic Corner. Super Mario World is tipped 
this month, followed by Yoshi's Island next 
issue. If you want to see a game in Classic 
Cornet please write to the Cosmic Cracker. 


WHAT’S ALL THIS THEN? 


This month we’re gonna reveal the positions of every secret exit. 
Finding these exits is the most common question that the Hotliners 
get on Super Mario World, so we thought this would be a handy 
reference guide for you obsessive Mazza fans. 



DONUT PLAINS 


Donut Plains One 

If you’ve found the Green Switch 
Palace or have a caped Mario, then 
you’ll be able to get a key and 
keyhole just before the goal post. 
To get to this area, use the green 
exclamation blocks and simply run 
at the triangle block and up the 
wall. If you’ve got the powerful 
cape, just hold the key and fly up 
to the high platform. 


key and keyhole. This leads to the 
wonderful green switch palace, and 
it’s pretty simple from here 

Donut Ghost House 

Enter the stage as caped Mario, run 
right then left at the beginning of 
the stage. When you have enough 
speed, fly up to the platform above 
you. Move right then drop into an 
area with four revolving blocks and 
a door. Enter the door to find the 
mysterious Top Secret Area. 


block for a useful power up then 
head left as far as you can go. 

Make a heavy jump onto the switch 
block, pass through the valuable 
coins and take the second narrow 
passage down. After you’ve done 
all this, take the first tiny passage 
left to find the key. Carry the key 
down and right when you’re in the 
water to find the elusive keyhole. 
Good news - you’ll now be able to 
locate the Red Switch Palace. Easy 
when you know how! 


COOKIE MOUNTAIN 


Cheese Bridge Area 

Enter the level with a cape and 
Yoshi, stand on the ledge (the 
green one before the ledge with 
the goal). Jump right while holding 
down the B-Button to float down 
slowly. After passing the goal, spin 
off Yoshi - before he disappears off 
the screen - and land on the 
ground behind the goal. Walk right 
to find the secret exit. 



Donut Secret One 

Carry the useful switch block right 
towards the keyhole. Hit the switch 
block and punch the prize block 
just to the left of the keyhole to 
find the key. Take the key to the 
keyhole to appear in Donut Secret 
House. Simple, isn’t it? 

Donut Plains Two 

Enter the second Green Pipe in the 
ceiling - you must be caped Mario 
at this point. Use the spin jump to 
get the blue shell from under the 
revolving blocks. Take the shell 
and throw it into the highest 
revolving block, left of where the 
shell was found. This will cause a 
vine to grow, so climb it to find the 



Vanilla Dome One 

After the section full of revolving 
blocks, you’ll find dotted red boxes 
(or red exclamation boxes if you 
found the red switch palace). Either 
climb the red exclamation blocks 
to the revolving block and a make 
the vine appear, or use Yoshi and 
spring off him in the middle of a 
jump. Climb the green vine to get 
the secret key and keyhole - this 
leads to Vanilla Secret One. 


Vanilla Secret One 

Be sure to have a caped Mario. 
Use the longest platform below 
the jumping board to gain 
enough speed to fly. Fly up to 
the left and centre pipe. Move 
right and defeat the Chargin’ 
Chuck, then grab the goal post 
to finish the stage. This will take 
you to Star Road. 


Vanilla Dome Two 

Follow the previous instructions ‘til 
you finally exit the water. Pick up 
the switch block, punch the prize 


VANILLA DOME 
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Complete Star World and this is 
what you’re given - new worlds! 


Stay on the moving platforms or 
it’s lights out for Mario. Nooooo! 


FOREST OF ILLUSION 


Forest Of Illusion One 

Make your way to the changing 
item block, move right across the 
platforms then, at the end of the 
last platform, drop off and punch 
the prize block for a balloon. 
Collect the balloon and float left to 
the keyhole and prize block. Punch 
the block to get the key, then go to 
the keyhole to find the scary 
Forest Ghost House. 

H / SJ&SJ' 



Forest Of Illusion Two 

Swim right avoiding the Blurps and 
Urchins, follow the passage to the 
right then punch the prize block 
for a power up. After the power 
up, follow the upper passage right 
and continue past Rip Van Fish. 
Swim down the passage, go left 
through a false wall, pick up the 
key and swim to the keyhole. Here 
lies the Blue Switch Palace. 

Forest of Illusion Three 

Make your way to the very last 
green pipe in the level. At the 
bottom of the pipe use your cape 
and spin through the blocks to find 
the key. This strange keyhole leads 
to Roy’s Castle. 


Forest Ghost House 

Move right through the passages 
while avoiding the Eeries, Boo 
Buddies and Big Boos. Punch the 
prize blocks for coins and a power 
up, then enter the door on the far 
right. Walk right and hit the prize 
block, then carry the switch block 
through the coins on the right side 
of the door and jump on the block. 
Enter the blue door that appears 
then walk left through any of the 
two doors. The two doors are 
exits from the Ghost House. If 
you want to find all 96 levels 
you’ll need to enter the house 
once, finish it, then enter the 
door you didn’t use first time 
round. The first door leads to 
Forest of Illusion Four, while 
the second leads to Forest 
of Illusion One. 

Forest of Illusion Four 

Go through the midway gate 
and head right to the pipe. Enter it 
and carry the key to the keyhole. 
This leads to Forest Secret Area. 


CHOCOLATE ISLAND 


Chocolate Island Two 

Be sure not to get any coins and 
finish the first two areas before the 
timer reaches 250. Defeat the 
Chargin’ Chuck then carry the key 
right towards the keyhole. 

Chocolate Island Three 

After you get to the bonus block at 
the end of the level, run right 
where the red arrows are pointing. 
Fly to the second goal post as this 
leads to the Chocolate Fortress. 


VALLEY OF BOWSER jSTAR WORLD 


Valley of Bowser Two 

At the end of the first moving floor 
in the third section, stand on the 
edge. Jump up and push left. Run 
left, get the key and run to the 
keyhole in Valley Fortress. 

Valley Ghost House 

Enter the last door, carry the switch 
block to the right and set it down 
beside the prize block. Punch the 



block and the background music 
will change while coins start to 
appear from the block. Use the 
controller to manoeuvre the coins 
up and right (like a stairway) 
towards the platform in the upper 
right corner of this room. Once the 
coin music stops, jump on the 
switch block to change the coins 
into blocks, then run up the stairs 
you created. Move under the wall 
and carry the key to the keyhole in 
Larry’s Castle. 

Valley of Bowser Four 

Make your way to the end of the 
level with Yoshi and use his tongue 
to grab the key encased in the rock. 
You should know what to do next! 


Star World One 

After the first revolving blocks, 
move right and go down the side 
to find the key. Make your way to 
the keyhole to find Star World Two, 

Star World Two 

Instead of entering the pipe, swim 
under the wall and collect the key. 
The keyhole leads to Star World 3. 

Star World Three 

Throw Lakitu out of his cloud, 
jump on it, fly to the stone area, 
then punch the left prize block for 
the key. Head right to the keyhole. 

Star World Four 

Move right ‘til you reach the stone 
area then drop onto the green and 
red blocks. Use a shell to hit the 
prize block for the key. 


Star World Five 

After changing the coins to blocks, 
use caped Mario and run along the 
blocks and fly up to the right. Stay 
as high as possible and land on the 
exclamation blocks. Walk right to 
find the key for Special World. 


HELP! I’M STILL STUCK! 

Don’t see your specific 
problem covered here? 
Don’t panic! For instant 
relief just call the official 
Nintendo Hotline on: 
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O ver (he part (eui moirths I ve tef (erne 
feugh challenges. Net surprisingly, if teemi 
fhaf you're all foo puny fo compefe with my 
gamin? powers. However, I'm a reasonable 
tyrant, 10 I'm alfowiny an exfra monfh For 
your entries fo arrive af Emap Toweri. Next 
monfh, I won't be »foryiviny... 


THE CHALLENGES 

We’re keeping these challenges for one more month so, if you haven’t 
sent your entry yet, there’s still time. So, what are you waiting for...? 
Get cracking and send your best times for me blow my nose on. 


WHAT YOU WIN 

The winner from each challenge will earn themselves a subscription 
to Nintendo Magazine. If you’re already a loyal subscriber, your 
subscription will be extended for another 1 2 months. Well, we are 
the most generous Nintendo publication, aren’t we? 


CHALLENGE #1 


SUPER MARIO 64 
NINTENDO 64 


My challenge requires you to race that speedy rogue, Koopa the 
Quick, to the top of the mountain in Bob-Omb Battlefield. You must 
get to the top of the mountain and touch the flag pole, then take a 
picture of your final time. The quickest times will be printed next 
issue. And please take note - you can use any means necessary to 
reach the flag pole, so using cannons is perfectly acceptable. I 
admire Mario fans with a passion for cheating... 


CHALLENGE #2 


PILOTWINGS 64 
NINTENDO 64 


For this challenge you need to destroy all ten targets and land as quick 
as possible on B-Class Gyrocopter, Test Two. Take a picture as soon as 
your engines have stopped and your pilot raises their arm in the air. 

All ten targets must be destroyed before landing or your time will be 
ignored. I’ve decided I won’t allow cheating on this wonderful game. So 
don’t even try... I’ll be able to see if you’ve destroyed all the targets by 
looking at the radar. Don’t try to fool the master! 


CHALLENGE #3 


ISS DELUXE 
SUPER NES 




&; 







For this incredibly tough challenge you must use the default time 
setting and go to a normal exhibition match. Now pick England 
(hooray!) and play against Germany (booo!). At the end of the 
gruelling match, take a picture of your score. The person with the 
most impressive win against Germany will win a subscription to 
the one and only Nintendo Magazine. It’ll also be great practice 
for anyone who hopes to buy ISS64. 


PICTURE PERFECT 

Want some advice about how to get good photos of your telly? 
Okay. For a start, make sure you’ve got everything ready to take the 
picture before you attempt a Challenge - there’s nothing worse than 
finishing a game and then, in the time in takes to find a camera and 
set everything up, have the Congratulations screen fade away. Make 
sure you take the picture in the darkest surroundings possible by 
closing the curtains, turning off any lights, etc. Finally, when you 
take the picture, make sure you don’t use a flash. 
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PROVE IT 

Remember to take a photo of the game screen to prove that you 
really completed the challenge. Then send the photo to me, along 
with your name, address and, if possible, a photo of yourself, at: 

ScoreLord, Nintendo Magazine, Emap Images, 

37-39 Millharbour, Isle Of Dogs, London El4 9TZ. 

To be sure of getting your name and score into the next issue, 
your letter must reach us by June 6th, 1997. 


All tips verified by the Nintendo Hotline (01703) bSEEEE 


Nintendo), 
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Simply Fill in the coupon beloui and lend with payment to 

Nintendo Magazine Subscriptions, Lathkill street. Market Harborouyh, Leicester LE87 4P4 


I will) to inkierike to Nintendo Mayazine for one year and I endue a cheque / portal order made payable to [map Imaper ltd for £22.50, or by Martercard / Vila. 
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CART SIZE: 


An option which we’ve seen in all International Superstar Soccer titles 
has made its way onto Pro Baseball. Scenario mode places you in the 
middle of a pressure situation, and you’ll be responsible for scoring 
or preventing your opponents from claiming that all-important 
victory. There are 1 2 scenarios on offer, each with varying degrees of 
difficulty. So, one minute you may have to strike out the opposition’s 
top batter, and the next it could be you over the plate in the final 
innings, needing two runs to win and only one out remaining. 


m 
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BY: 

KONAMI 

PRICE: 

SEE IMPORTER 

TELEPHONE: 

NOT APPLICABLE 

RELEASE: 

OUT NOW (JAPAN) 


GAME TYPE; 

NO. OF PLAYERS: 


BASEBALL SIM 


BATTERY BACK UP: 


MULTI PLAYER MODES: 2 PLAYER VERSUS MEMORY PAK: 


NOT APPLICABLE 


WiWiliVKanHIBU. 


L ift month we had a look at Konami'f tint 
64-bit haieball title, Powerful Pro 
Baseball 64. However, those lucky Japanese 
baseball fans have also been blessed with a 
new Super NES edition... 


Although Powerful Pro Baseball 64 was a tad disappointing, this has 
never been the case with Konami’s Super NES efforts. Despite looking 
rather childish, the games have always excelled in gameplay. Maybe 
that’s the reason for the lukewarm reception of the 64-bit version; we 
simply expected too much. Anyway, after two top-selling titles, the third 
edition has recently been released and we thought we’d see if it was as 
good as its predecessors. 


POWERFUL PRO 

^HLI'97 


BOTTOM OF THE NINTH 


SAME OLD, 
SAME OLD... 

You only have to take one look 
at the screenshots to realise 
that Konami are the brains 
behind this latest incarnation. 
Once again, the pepperpot people 
take to the field instead of the 
official Japanese Baseball League 
players, and the various facial 
expressions are used to indicate a 
player’s current fitness. The 
official teams are incorporated, as 
are the stadiums, although you 
can play each game on any of 
the 14 grounds. 
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ABOVE The batter is on his way to first base. Throw the ball 
back quickly to prevent the opposition scoring again. 


Players have the choice of either controlling a large or small icon 
which can be moved around the plate to line-up with the ball. 
This cursor shows where the meat of the bat will travel. 


Once the ball is in the air, it’s advisable to follow the 
shadow. There is no landing point for the ball, so fielding 
can take some time to master. 


Unfortunately, there are no replays of your glory stroke, so you 
have to make do with watching the players run round the 
baseball diamond. What a bore! 


COMMENT For a country full of non-enthusiastic baseball 
fans, I seem to get more than my fair share of baseball titles to 
cast my eyes over. Once again we’re blessed with a good, if not 
spectacular, attempt from Konami. The graphics are fine and the 
RSS helps increase the excitement. However, the playing field is too 
small and home runs are incredibly easy to come by. It’s a fun 
game but, if you want to experience real-game action, I’d opt 

for Ken Griffey’s Winning Run. SHAUN WHITE 


VIVE LA DIFFERENCE 

So, how does this differ from the N64 version? Let’s look 


^ ON THE SLIDE 


Although catching the ball is extremely difficult, other fielding aspects 
have been made much easier to grasp. Each base can be hit by pressing 
the corresponding button on the controller. Likewise, when pitching you 
can use the same method to catch out one of the runners when they try 
to get an early start, although the out-fielders aren’t able to sprint. 






suTBfaE 


i * 






_ 

m si ~. 


PITCHING 


Once the ball has been pitched, you can move the catchers 
hand to direct the ball. Remember to keep the ball inside 
the plate or you’ll throw a foul. 




[ BREAKDOWN i 2 

3 

A 5 

INTEREST i 2 3 


ACTION 


CHALLENGE 


REFLEXES 


ORIGINALITY 


GRAPHICS 01 


Instantly recognisable 
and in the same vein as 
the earlier incarnations 
of Powerful Pro. Cute 
and fun with plenty of 
detail to enjoy. 


ISSf2l 

liiimtiJili 

Even on the Super NES 
the Sound Response 
System is impressive. 
However, the game 
commentary will drive 

1 you up the wall. 

Very similar to last 
month’s comment. 

Batting is still pretty 
awkward to perfect, but 
not as hard as trying to 
catch the ball. 

v y 


mm 


The Season mode will 
stay redundant so, once 
you’re through with the 
Exhibition option, you 
won’t be too bothered to 
go back to it. 


OVERALL 


Nice graphics and above 
average playability. 
Unfortunately, there’s 
already better on the 
market both in the UK 
and on import. 

73 % 
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wiimvK GAME BOY 





I lf you're a fan of Disney movies, ibis name 
mifht riny a bell - The Hunchback of 
Noire Dame. And I've yol a hunch you'll like 
his Topsy Turvy Games... 


M r than opting for a cutesy platform adventure, Disney Interactive has 
Ha new direction for its Game (SK^cSmation of The Hunchback or Notre 
Dame. The Pak featurajs six different games- Chisler. Upsy Daisy. Djal|- 
Bowling. Picture Puzzle^atch the Fool atiiThe funfair - rartn n<| from&imple 
puzzlers to arcade-style iscfl^dsjgMost of tHfe'ftuzztfe mighlbe a little childish 
for older players, but each^pr£<»ntl,a brand [pew challenge for GB fanatics. 





BY: 

T*HQ 




PRICE: 

TBA 

TELEPHONE: 

01372 745222 

V_ 

J 

RELEASE: 

TBA 


VARIOUS 

CART SIZE: 

4 MEG 

La 

OF PLAYERS: 1 

BATi 

fERY BACK UP: 

NO 

[ MULTI PLAYER MODES: NONE 

MEMORY PAK: 

NOT APPLICABLE 


A 
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CHISLER 


Like the old coin-op Arkanoid, 
players have to move a paddle 
left and right, batting a rubber 
ball towards a brick wall. As the 
ball smashes into the wall the 
bricks are gradually worn away, 
and the game ends when all the 
blocks are gone and a pretty 
Disney picture is revealed. 




DJflLI BOWLING 


For this bowling tournament you 
take control of a goat (yes, a 
goat) who curls himself into a 
ball then rolls towards a set of 
six pins. Players are able to 
control the angle, curl and speed 
of the bowl, and you can rack 
up loads of extra points for 
scoring a perfect strike. 



CATCH ft FOOL 


In this game players take control 
of one eponymous fool and help 
him bounce his thicko mates 
who hurl themselves from high 
windows. Being a Disney game, 
if you miss a fool they don’t 
end-up as a bloody pulp on the 
pavement, but instead stroll 
casually off the screen. 




UPSV DAISY 


For this game players must 
take to the skies, using a 
bunch of inflated balloons to 
stay airborne. The object is to 
use various special attacks and 
spins to burst your opponent’s 
balloons, forcing them to fall 
into the cobbled city streets 
outside Notre Dame cathedral. 





PICTURE PUZZLE 


FUHFRIR 


Now it’s time to play one of the 
oldest games in the world. Using 
the D-Pad players move an 
arrow which indicates which 
piece of the puzzle is moved, 
the tiles eventually interlocking 
to form a lovely Disney picture. 
However, there’s a very strict 
time limit to contend with... 


The Notre Dame Funfair features 
the Wheel of Fortune, a game 
where you can win hundreds of 
points and the fair Esmeralda’s 
heart. However, before you can 
spin the wheel, you must perfect 
your skills in the other Topsy 
Turvy Games and win passwords 
to take part in the event. 































More budget Game Boy titles are on release this 
month from Ocean. Again, the games are priced at 
£20-25, and are available in all good games stores. 


ALIEN OLYMPICS 2044AD 


Alien Olympics is a sports sim with a difference. The GB pak 


features a range of different games 
Toxophilly, Flob Flop and 
Jetpack Tag - all based on real 
events, but replacing human 
competitors with cutesy aliens. 

The game plays like a normal 
sports sim - with lots of button 
bashing - but even though the 
aliens are cheesy, it’s one of the 
best sports sims on the GB. 


including Laser Leapin’ 



A charming little Olympic sim with loads of 
challenge for sports fans on the move. 


Choplifter III is a side-scrolling helicopter adventure where you 
guide a chopper through a range of dangerous adventures, 
rescuing POWs and blasting all 
manner of tanks and missiles. 

Although the game is rock-hard 
in later levels and does provide 
a significant challenge, the 2D 
nature of the title doesn’t make 
it half as satisfying as Ocean’s 
other budget chopper titles, 

Desert and Jungle Strike. 



A pleasant helicopter romp which pales in 
comparison to the other chopper titles. 


COMMENT Although the Topsy Turvy Games are aimed directly 
at a younger audience, Disney deserve praise for using the Game Boy 
in the best possible way. All the games are graphically very simple 
and are perfectly suited to the small screen. The Picture Puzzle, 
Chisler and Catch a Fool games are great fun, but the Djali Bowling 
suffers ‘cos it’s too easy to find the perfect strike, while the Upsy 
Daisy section features a very frustrating control method. Essentially, 
Flunchback is an ideal compilation for younger gamers, but it’s much 
too simple for hardened GB fanatics. 



{ 


[breakdown ,23- 

\ 5 

INTEREST i 

2 3 


ACTION 


CHALLENGE 


REFLEXES 


ORIGINALITY 


Pretty graphics which 
capture the beauty and 
excitement of Disney’s 
movie, all perfectly 
suited to the GB’s tiny 
monochrome screen. 


Crackly and bass-heavy 
renditions of the 
Flunchback of Notre 
Dame soundtrack, along 
with very average spot 
effects and tunes. 


76 


PLAYABIUT\ 


Some of the games 
such as Catch a Fool are 
extremely playable and 
addictive, whereas 
some of the others are 
quite frustrating. 


LASTABIUTY |(J 


Chisler and Catch a Fool 
are the sort of simple 
GB games that you can 
return to month after 
month. The others are a 
little too easy, though. 


OVERALL 


With so many games, 
Hunchback of Notre 
Dame is great value for 
money. However, only 
younger players will 
find the games exciting 
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GETTING AROUND 


Before they can unlock the dark 
secrets of SR388, players have to find 
a range of weapons and special items 
to bolt onto Samus’ powerful 
Cybernetic suit. Here’s a few of the 
most important power-ups... 



SPREE 

f "jr 

JUMP 

\ 

With this Samus can spin 

V 

VI '• 

through the air, enabling 

Vh; 

her to reach hidden 


caverns and new levels. 


SPIDER 

BULL 

When curled into this 
sticky ball Samus can 
move across walls and 
ceilings to new areas. 


As well as killing big 
monsters, the bombs 
can be used to break 
through some floors, 
walls and ceilings. 


SPRING 

BULL 

This allows Samus to 
jump while curled into a 
ball, allowing her to slip 
into secret passages. 


HIGH JUMP 
//BOOTS 

with these useful boots, 
Samus can jump more 
than twice as high as she 
normally can. 


BY: 

NINTENDO 


PRICE: 

TBA 


TELEPHONE: 

01703 653377 


RELEASE: 

MID-MAY, 1997 


GAME TYPE: PLATFORM CART SIZE: 


NO. OF PLAYERS: 


BATTERY BACK-UP: 


| MULTI-PLAYER MODES: NONE MEMORY PAK: NOT APPLICABLE 


GAME BOY 


T he Fearleft and beautiful space hunter 
Samus Aran is back, facing her greatest 
fear once more - the Metroids. 

After saving the galaxy from Mother Brain and a band of pirates intent 
on using a Metroid to destroy the Galactic Federation, Samus thought 
her troubles were over. However, a research ship sent to SR388 - the 
Metroids home planet - soon disappeared, along with an army of 
Federation Police sent to wipe out the evil monsters forever. Charged 
with her orders to save the galaxy, Samus makes her way to SR388... 
and so another Metroid adventure begins. 




£ 


* 


Samus Aran makes her way 
through the twisted caverns of the 
planet SR388. Scary. 


One of the first monsters Samus 
meets is this leaping critter, 
known as a Hornoad. 


If Samus wants to squeeze 
through narrow tunnels, she can 
curl into this glowing energy ball. 


BLAST FROM THE PAST 


Anyone who played Metroid on the Super NES will immediately be at 
home with Samus on the Game Boy. The game is a platform blaster 
where players jump and spin around the levels, searching for a range 
of items which unlock hidden areas. The caverns and corridors are 
also crawling with a range of vicious beasts, many of whom will drop 
essential weapons and missiles when blasted. 
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Stay out of these nasty pools of 
water - they're poisoned! 


mSSSaKm 


Metroids can drain the lifeforce 
of any organism they come 
into contact with. Even worse, 
poor old Samus Aran has to 
compete with more of the 
blighters than ever before! 


NORMAL METRO ID 



HELPING HANDS! 

However, even with so many 
hazards and monsters after 
Samus’ blood, there are a few safe 
areas to find on SR388. The most 
important is Samus’ elite Star 
Ship, a marvel of engineering 
designed to travel interstellar 
distances. The ship is Samus’ 
base of operations and, when 
she’s running low on energy 
and missiles, she can return 
and boost her powers. Players 
should also be on the lookout for 
Save Points, tall metallic pillars 
where they can save their game 
to the Came Pak’s battery back-up 
and continue their anti-Metroid 
quest at a later date. 




This is what a Metroid 
^ looks like just after 
^ it’s hatched. The 
vicious brutes 
cling to any 
poor creature 
they find and 
drain its energy. 
Steer well clear! 


ALPHA METROID 


After the first 
slimy Metroid 
incarnation 
moults, this 
horrible critter 
begins to 
menace any 
space hunters 
who get in the way. 


GAMMA METROID 


After a few more moults, 
the Metroids change into 
these creatures who are 
powerful enough to 
attack using 
lightning 
bolts. 

Very, very 
deadly. 


ZETA METROID 


After multiple 
mutations the 
Metroids morph 
into these 
ghastly 
dinosaur-like 
monsters... 

Be afraid, be 
very afraid. 


OMEGA METROID 


This is big momma 
Metroid. This nasty 
creature’s the biggest 
Met of all, and she 
boasts a dazzling 
variety of attacks. You’d 
better find some juicy 
power-ups first! 



I TV 



fURASSIC PARK 


While the film broke barriers and box- 
However, it’s no disgrace to the genre 
save-'n’-shoot affair, and nothing new 
very slick product from the 
moment you slide your beloved 
hand-held on. Okay, so it’s a title 
that varies little in style from 
level to level, but graphically it’s 
very sweet and, if you like 
blowing dinos away, this should 
satiate your desire for extinction 
‘til you can afford Turok. _ 


Dino hunting GB owners with a lust for blood 
will enjoy this seek-‘n' blast affair. 


offices, the game won’t. 

. JP’s an isometric collect- 
to the Came Boy, but it’s a 



JELLY BOY 


Jelly Boy’s a guy with a problem. Some might see his lack of 
hair to be some cause for upset, but this problem pales into 
insignificance when you establish the poor lad’s got a fist that 
erupts from his chest at regular intervals. And that’s the 
premise of the game; fall down various holes, kill dwarf like 
chaps - with the jelly fist - to 
collect keys while avoiding 
balls and jumping. Oh, from 
time to time JB gets a jelly 
skateboard to cruise around on, 
which gives him a highly 
original ‘jump-higher-travel- 
faster’ power-up. Hard to listen 
to and dull to play. 




Jelly Boy doesn’t break any gaming moulds 
and even platform fans will be disappointed. 


COMMENT Although it isn’t as sophisticated as its Super NES 
cousin, Metroid II on the Came Boy is still a taxing and entertaining 
adventure. The best elements of the console versions - the blasting 
and exploration of the caves - have been included on the portable 
title, and the new gallery of Metroids and other monsters pose a 
tough challenge even for experienced space hunters. Best of all, 
even though it’s a re-release, Metroid II has stood the test of time in 
terms of gameplay, while the improved Came Boy Pocket screen 
makes the scrolling levels easier to see. DAVE MACOMB 


BREAKDOWN 


STRATEGY 


ACTION 


CHALLENGE 


REFLEXES 


ORIGINALITY 


GRAPHICS OU 


All the character and 
monster graphics are 
true to the Super NES 
original, while the rocky 
backgrounds are clearly 
drawn and easy to see. 


Your typical cheesy 
Nintendo CB music 
which is inoffensive at 
first, but which can 
become wearing after 
prolonged gaming. 


INTEREST 


PLAYABILITY 


Just like the console 
versions of Metroid, the 
CB title is immensely 
playable, with huge 
caverns to explore and 
secrets to unlock. 


LASTABILITY #0 


Unlike many CB games, 
Metroid II will take most 
gamers a long time to 
complete. However, it’s 
unlikely that you’ll ever 
come back for more. 


OVERALL 


An entertaining platform 
blaster with a depth of 
gameplay which will 
keep you coming back 'til 
you’ve blasted the last 
Metroid into oblivion. 


% 


Official UK (Nintendo) Magazine m 

























































I've tried mv hardest to ?et on with Simon, but I can't bear the skinny wretch any 
longer. One month in charge of Nintendo Mayaiine and he's up to his old tricks already. 
What did he do? He only tried to steal my new girlfriend, that's what! How dare he 
think that a pop star would ever be interested in him. Thankfully fieri Halliwhale (you 
may know her better as fiinyer Spice) only has eyes for yours truly and turned him 
down point blank. It's not the first time he's "musselled" in on my girlfriend. Please 
join me - the 'Simon Clays Out' campaign starts now! Send your petitions or letters to: 
Seal's Mailbay, Nintendo Mayazine, 37-39 Millharbour, Isle of Doys, London E14 9TZ. 


I SHOULD BE SO LUCKY 

Dear Seal, 

I’m one of the lucky few who, on March 1 st, 
managed to get an N64. What’s really amazing 
though is that I live in old Devon where large 
computer stores are rarer than quality Sadturn 
games. You can imagine how few N64s there 
were down here, so getting one was quite an 
achievement. It didn’t come easy, either. I had to 
get up at three o’clock in the morning to get 
one. I arrived outside Comet at 5.00am. 
Someone turned up five minutes later, and 
people kept arriving every 1 5 minutes. I was 
first, though, and as dawn broke I was still 
struggling to keep awake as the doors opened. 
There were loads of people who didn’t get a 
machine as Comet only received 10 units. The 
N64’s absolutely amazing, and for those of you 
who didn’t get one I have one question - was it 
because there were so few consoles or ‘cos you 
didn’t try hard enough? 

Justin Harbottle, Brixham, Devon. 

SEAL: That’s it, Justin, make yourself 
popular with all the readers who weren’t 
able to buy a machine on March 1st! 
Unfortunately, Comet was the only 
company to have Nintendo 64s on sale 
that day so, if you didn’t reserve one in 
advance, you were completely stumped. 



There are those who didn’t mind waiting a 
couple of weeks to get their N64. And 
there are people who hope you caught 
piles from sitting on a concrete path for 
hours! I’m not one of them... or am I? 

WHAT A LOAD OF RUBBISH 

Dear Seal, 

I know you normally get letters of praise, but 
you can’t win ‘em all and this little letter is a 
complaint about the crap you print in the mag. 

(1) You’re constantly taking the mickey out of 
people who write to you. 

(2) Why do you give games such good marks? 
For instance, Super Mario 64 - it’s crap! 

(3) You never answer questions properly - you 
just make stupid comments. 

You’d better reply because my brother is bigger 
than your big brother. Stop taking the mick out 
of the readers who write to you or I’ll tell the 
RSPCA that you’re a stray seal. 

Thomas Daniel, Prestwich. 

SEAL: If I didn’t have to deal with so many 
idiots like you I wouldn’t have to be rude 
all the time! This is clearly the case of a 
sad little loner trying to get his name in 
print just to impress his snotty mates. 


Well, young Thomas, I’d like to clear up a 
couple of points. Super Mario 64 is by far 
the best game ever to grace any console. 
You only have to look at the quality of the 
graphics to appreciate how good it is 
compared to other titles. Since then, Turok, 
WaveRace 64 and ISS64 have all received 
high marks because they deserve them. 
Despite loathing those editorial fools 
(especially Claypots), they do know their 
stuff and they don’t give high marks just 
for the sake of it. That’s all the attention 
you deserve, you ‘orrible little worm. Now 
clear off - you’re giving me a headache. 

THE NAME GAME 

Dear Seal, 

I know you’re having problems with Simon 
Clays, but could you spend a minute to solve 
my problem? You see, my surname is Seale and 
people take the mickey out of me. Also, my first 
name is James which is also embarrassing. They 
say I come from Antarctica. I’m not very hard so 
I can’t stick up for myself and, although my 
brother tried, he couldn’t do enough. Can you 
help me with my problem? 

James Seale, Bexley Heath, Kent. 

SEAL: Too right I’m having a problem with 
Simon Clays. I wish he’d never come back. 
But don’t worry, my little codiets, together 
we’ll overthrow him. I can’t see any 
problems with your surname. In fact, most 
would see it as an honour to be named 
after the one and only Seal. It’s clear to me 
that your mates are jealous and the only 
way they can get back at you is to call you 
names. Rise above it, young man. It could 
be a lot, lot worse; you could be called 
something really silly like Peter Barrell. 

TIME FOR A RHYME 

Dear Seal, 

I felt I had to reply to Stuart Labbett’s letter 
which appeared in issue #54. What a pesky 
ninny! How can he think you’re not real. I was so 
stunned that I nearly went to his house and 
ripped off his arms. Of course you’re real. 
Anyway, the other day I went to Norwich and I 
was lucky enough to have a quick go on SM64. 


ABOVE What do you get if you cross Star Wars 
with yours truly - a Sonic masher, that's 
what! Cheers Stuart Potter from West Sussex. 


























ABOVE Those cheesy WarGods don't look half 
as scary now thanks to Dean Mason. Where’s 
Vallah, though. She’s a babe! 

It was so brill I tried to pull it out of the case, 
and I would have done it if it wasn’t for the 
security guards. To cheer myself up, I wrote a 
final poem about Dave: 

There once was a bloke called Dave, 

Who wanted to live in a cave, 

He was such a bore, 

I knocked him to the floor, 

And now he’s become Seal’s slave. 



ABOVE Welcome a brand new super hero - 
N64 Head! This strange creation comes 
from Rob Pierce of Sausbury, Wiltshire. 


P.S Your new image makes you look like you’re 
on steroids. Are you? 

Dan (the man who can’t) Swan, Outton Broad, 
Suffolk. 

SEAL: Of course I’m not on steroids, you 
silly fool. I just have a healthy appetite. 
Thanks for the poem about Mr Upchurch. 

I wouldn’t mind if he was my slave. At 
least I could reinstate him as editor of 
Nintendo Magazine. He wasn’t half as 
much trouble as that half-brained, skinny 
moron, Simon. Like I said before, the 
quicker we get Claypots out, the better. As 
for your comments about Stuart Labbett, 
you’re right - he’s a complete and utter 
ninny. I think he’s probably another silly 
muppet with nothing to do except cause 
trouble. Thankfully people like yourself 
are on hand to keep me sane, otherwise I’d 
probably have topped myself by now. Keep 
those lovely letters cornin’! 


LASTING APPEAL 

Dear Seal, 

I’ll start by saying that your new look is much 
better than your old one, and depicts you as a 
real hard man. I queued for hours to get my 
N64, and purchased it at 1 2.01 pm along with 
a copy of Super Mario 64. Seeing as this 
drained my funds, I was hoping that it would 
last ‘til the likes of WaveRace 64 and Mario 
Kart 64 come out. I played Super Mario 64 
and completed the game with 70 stars in 20 
hours. I thought this was probably the right 
amount of time, and I figured there were still 
many hours ahead to finish the game with the 
coveted 120 stars. Only a further 20 hours 
gameplay saw me finish the game with 120 
stars. I was a tad disappointed. I don’t know 
how my time compares to yours, but 
Nintendo could’ve made it more difficult. I still 
think that SM64 is a ground-breaking game 
with superb graphics, but it’s much too easy. 



When will Mario Kart 64 be released in the 
UK? I can’t wait much longer! 

SIMON: Mario Kart 64 should be out in 
June. We can’t wait either! 

Will the coloured controllers be available 
in the UK and how much will they cost? 
SIMON: Yes, although THE Games haven’t 
confirmed when they’ll arrive in the UK. 

The Spook range of coloured controllers 
are out now priced £29.99. 

Now the N64 is out, will this mean that the 
Super NES will be deleted or will more new 
games be released? 

SIMON: We’re still expecting a load of new 
Super NES software during 1997, as well as 
a host of budget releases. There’s plenty of 
life in the old console yet. 


Here’s a selection of the most 
common questions that have been 
straining the brains of thousands of 
Nintendoids across the land. 


Will the N64 come down in price? 

SIMON: It will at some point, but not for a 
few months. There’ll definitely be a price 
drop before the end of the year. We might 
even see a bundle pack. 

Will EA release the usual range of sports 
titles for the N64? 

SIMON: Yes, although other than FIFA 64 
(which is out now), we still don’t know 
which titles are planned. Expect PGA Golf, 
Madden’s Football, NHL Hockey and NBA 
Live towards the end of ‘97 or early ‘98. 

Is Namco developing for the N64? 

SIMON: Namco’s currently developing an 
RPG and a sports sim. However, certain 
Namco titles are subject to a nine month 
PlayStation lock out. D’oh! 



FOUR GOODNESS SAKE 

Dear Seal, 

Please print my letter as I’ve written 
loads of times. Today I was reading 
Digitiser on Channel 4 when I noticed a 
page saying the N64 was a flop. It went 
on to say that hardly any N64s had been 
sold and that the nasty PlayStation was 
outselling it and was a better console. 
Digitiser also said that only three or four 
N64 games will be released this year ‘cos 
third-party companies aren’t able to 
make games for the machine and, when 
they do, they’ll cost at least £95. When I 
stopped reading this I thought I should 
write and ask what you can do about it? 
William Puttergill, Navenby, Lincoln . 

SEAL: What do they know? As far as we 
can see they spend most of their time 
going on about the bloomin' PlayStation. 
And , when they do talk about the N64, it's 
usually negative . Unfortunately , we didn't 
see the pages you mentioned , but it's not 
the first letter we've received about the 
prices. I wouldn't expect a game to cost 
more than £70 and , after the criticism 
surrounding Turok , hopefully the price of 
cartridges will start to drop. 



By Steven Bond, Colwyn Bay, Conwy. 
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ABOVE The quality of artwork being sent to 
Mailbag Is getting better and better. Good 
work David Cheung - keep It cornin’! 



ABOVE It’s amazing what people will do to get 
their hands on an N64. Many thanks to David 
Cox from Lowestoft In Suffolk. 


I hope Nintendo continue to produce games of 
this quality, but maybe increase the lastability. I 
would still advise anyone thinking of buying a 
N64 to purchase Super Mario 64 because it’s an 
excellent game. However, I would like you to 
print this letter to warn good gamers that they 
might find Super Mario 64 a little too easy. 
Justin "Justice" Day, Denton, Norfolk. 

SEAL: Even though we receive lots of 
letters about how great Nintendo games 
are, we’re always happy for you to have a 
say if you have a gripe. You mentioned 
that it took you 40 hours to complete the 
game. Well, that doesn’t sound too bad. In 
fact, Dave Upchurch reckons he took the 
same time. Although SM64 is an all-new 
experience, most gamers know what to 
expect so there aren’t many big surprises. 



ABOVE Here they are - the Nintendo Magazine 
footy team. It’s good to see that Alex Norton 
thinks I should be the team captain. 


Likewise, gamers may find they have the 
same problem with Mario Kart 64. It 
doesn’t make it a bad game; if anything it 
shows that you’ve improved as a games 
player. Another way to look at it is that 
Super Mario 64 cost you £1.50 per hour to 
complete. Where else could you get quality 
entertainment at such a cheap price? 

ALL ABOARD 

Dear Seal, 

I’m one of the lucky sods who owns an N64. 
When the Tomorrows World Live exhibition was 
in Birmingham, I noticed a rare sight - a massive 
lorry which was playing Shadows of the Empire, 
Pilotwings 64, Super Mario 64, Mario Kart 64 
and WaveRace 64. They were all amazing! 

Having already bought SM64, I thought there 
would be nothing to suit my taste - wrong! 

Turok looks such a cool game, but I haven’t got 
the cash at the moment. I’ll never buy a Saturn 
or PlayStation, and I want to warn disappointed 
N64 people out there - don’t be tempted to buy 
another console, it could damage your health! 
Janies Goymour, Deddington, Oxfordshire. 

SEAL: Did you think that SM64 was the 
only decent title to be released on the 
N64? We’ve been blessed with four great 
titles already, and there’s more on the way. 



ABOVE Our tubby ex-editor Dave Upchurch - 
gone but not forgotten. Thanks Lee Webb from 
Southampton for feeding him to the sharks! 



.asSESE* 

influx oi SSag is lull to me 

brim unm uout letters^ ^ which 
received mote ma „ ul lha t s lus 

Hasn’t 9<me dow queries and 

problem, ftnywav. Heed “ waiting 

and I'm ■£ Min tendo Magazine, 
yout letters • ^luarbour, isle oi 
IMAP images. 31-39"™ 

Dogs, tondon lid 9T1. 


(1) Is the rumour true that Shiny are 
developing games for the N64, including 
an improved Earthworm Jim? 

(2) What does the Rumble Pak do? 

Stuart Fraser, Horsington, Lincoln. 

SIMON: (1) Although there's no 
doubt we’ll see Shiny developing 
games in the future, there’s been no 
official confirmation that they’ve 
started working on N64 titles. 

Lesser magazines have simply gone 
through a list of old Super NES 
games and guessed which titles will 
be released for the N64. I’ll name no 
names, but you know who you are! 
(2) The Rumble Pak can be used in 
conjunction with various games, 
mainly shoot-’em ups and racing 
titles. Every time you come into 
contact with an object or get shot 
the Pak emits a buzz. It fits straight 
into the Memory Pak slot on the 
back of the controller. It sounds 
quite cheesy, but our Japanese 
contacts assure us it’s great! 


(1) Will there be any new sports games 
for the Super NES? 

(2) Will Mario or Donkey Kong ( 

ever have another game on 
the Super NES? 

John Clifford, Kettering. 
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SIMON: (1) Yes. T«HQ 
has already confirmed 
that it’ll distribute a 
host of EA Sports titles. 

(2) It’s unlikely, but there’s 
the possibility of another 
Donkey Kong game 
coming out during 1997. 

(1) Will MK Trilogy be seen 
on the Super NES? 

(2) Other than MK and Kl Cold, what 
other beat-’em-ups will be on the N64? 
Matthew Abbott, Totterdown, Bristol. 

SIMON: (1) Highly unlikely. (2) Dark 
Rift, Dual Heroes, Clay Fighters 
Extreme and WarCods are currently 
in development, and there are 


strong rumours regarding Street 
Fighter 3, Mortal Kombat 4 and 
Dead or Alive. 

(1) Having only read your last two 
issues, is it correct to assume that the 
reviews are always based on the PAL 
versions of N64 games? 

B White, Battersea, London. 

SIMON: (1) Yes. Although it’s 
sometimes necessary to take 
screenshots from the imported 
versions, we always base our 
opinions on the PAL release. 

(1) Is there a Donkey Kong game 
coming out for the N64? 

(2) Is there going to be a second Super 
Mario game on the N64? 

Martin Dawson, Chorley, Lancs 

SIMON: (1) DK64 still hasn’t been 
confirmed. (2) Yoshi’s Island 64 will 
be released later in the year. As for 
Super Mario 64 Part 2, I doubt we’ll 
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The massive lorry that you saw is the 
Nintendo Challenger. It’ll be visiting shows 
and exhibitions over the next six months, 
and we’ll print the schedules for you. I’m 
far too popular to make an appearance, 
but Simon and the boys will be on board 
every once in a while. 

HELP THE MED 

Dear Seal, 

As one of your older readers (35), I’m in need of 
your expert opinion. I’m thinking of buying an 
American N64 as they run at full speed and the 
games are available earlier, although much more 
expensive. I’m also worried that, as the UK 
machines become more common, the import 
games market will dry up. As you’ve played 
both American and UK machines, I welcome 
your comments on how well the games have 
been converted with regard to speed. Also, how 
well will more advanced games compare in the 
future, especially where high frame rates are 
concerned? I know this isn’t a matter of life or 
death, but I would appreciate any comments 
you have on the above and any pointers as to 
which is the better machine. 

Colin Wragg, Sheffield. 

SEAL: Ohhh, tough choice. In all honesty I 
would opt for a UK machine. The majority 
of the games have very small borders 
(much smaller than the Super NES), and 
titles like FIFA 64 are actually full screen. 



ABOVE This Is more like it - that scrawny 
Simon Clays getting his just deserts. Most 
Impressive work from Jon Davies, Littlestoke. 


The speed of the games has also been 
improved, to the extent that ISS64 is faster 
than the Japanese version! With cart prices 
under scrutiny, companies have to do the 
best conversion possible. Rare’s confirmed 
that their games will be both full screen 
and full speed. Although most games will 
appear first on import, you’ll soon notice 
the release dates moving closer together. 



ABOVE This Is great - I’ve never been a Jedl 
Knight before! Good work Mark Cross from 
Wolverhampton. May the Force be with you! 



ABOVE Scott Coulter from North Shields In 
IVne and Wear has achieved the impossible - 
he’s made those editorial goons look good. 
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ABOVE We really wanted to give this painting 
the Picture of the Month accolade, but Perry 
Harris from Bath has won the title before! 


km s k km mum 

MU!! m-OUT!! 


0 Ways to remove that miserable Simon 
Clays (letters and pictures) 

0 Pictures of Geri Halliwhale, my spicey 
new girlfriend. She’s gorgeous! 

0 Do you know any oldies who still play 
Nintendo videogames? 


0 Pictures of Simon (unless they depict 
me defeating him) 

0 Gloating about owning a Nintendo 64 
when so many others don’t. 

0 Letters and drawings of Dave (He’s 
gone - get over it!) 


see that for quite some time and, 
when we do, there’s every chance 
it’ll be on the 64DD. 

(1) Will Core’s massive hit Tomb Raider 
be developed for the N64? 

(2) Why do you need a Memory Pak? 
Surely games can be saved straight onto 
the N64 cartridges? 

Ian Pembridge, Crewe, Cheshire. 

SIMON: (1) At present we’re waiting 
for the official word. However, there 
are rumours on the internet about 
Tomb Raider: Special Edition. We’ll 
keep you posted on all the lovely 
Lara Croft gossip as it breaks. 

(2) Although information can be 
saved onto game cartridges, 
the Memory Pak is used to 
record all your personal 
data like fastest times or 
vehicle modifications, the 
sort of information you 
might want to take and use 
on a friend’s machine. 



(1) When Mario Kart 64 is released in 
the UK, will some of the names change? 

(2) Why can’t I find Kirby’s Dreamland 2 
in any games store? 

Alex Cooper, West bury, Wiltshire. 

SIMON: (1) Yes. Koopa is called 
Bowser and Kinopio is now known 
as Toad. Some of the tracks have 
also been renamed. (2) The game 
has been out for quite some time, 
so it’s probably sold out by now. 

You may have more luck if you try 
to purchase a second hand copy. 
Check your local stores which deal 
in part exchange. 

(I) I’m thinking about buying an N64 
and I was wondering whether I 
should buy the 64DD as well? 
I’m new to Nintendo and I’m 
not sure what the 64DD does. 
(2) If I bought an import 
coloured controller, would it 
work on a UK machine? 

Kieron Riviere, Cheshunt, Herts. 


SIMON: (1) The 64DD won’t be out in 
the UK for at least a year, so I 
wouldn’t worry about it just yet. 

The 64DD is a disk-drive which will 
increase the storage capacity. This 
will allow much bigger games. 

(2) Yes, although the PAL ^_ 

coloured controllers are 
expected in the UK in a 
couple of months. 

(1) You mentioned a built-in 

clock for the 64DD. What 
options will this allow? ^ ~ 

(2) When will Mission: Impossible be 
released in America and the UK? 

Damian Brooks, Oxfordshire. 

SIMON: (1) It’ll enable games to 
change depending on the time and 
date programmed into the memory. 
You may remember the same idea 
was used with Sega’s Christmas 
Nights on the Saturn where, on the 
stroke of midnight on Christmas 
Eve, bizarre game options opened. 


There can also be time-delayed 
features added into a game which 
can only be accessed through 
playing for a set period of time. 
(2) Mission: Impossible is planned 
for a simultaneous release in 
September 1997. 



(1) Is it possible that the 3D 

r . Stick will break through wear 
and tear, or stop repositioning 
' in the middle of the controller? 
(2) Most games on the N64 use 
the 3D Stick. Are there any 
which work better on the D-pad? 

Sean Cray, Bristol. 


J d> 


SIMON: (1) I guess that, over time, 
the Stick will weaken. However, 
we’ve used the controllers every 
day since the Japanese launch and 
they’re not showing any signs of 
cracking. (2) The 3D Stick creates a 
new gaming experience, so it makes 
sense to use it for the majority of 
3D games such as SM64. 


Official UK C Nintendo) Magazine 


71 







































CLftYFIGHTER 63H 



INTERPLAY 


Beat-’em-up 


64 meg 


Those demented 
Claytighters leap 
from 16- to 64-bit 


Killer Instinct Gold, 
Mortal Kombat or 
any fighting game 


GAME TYPE: 


RELEASE: 


CART SIZE: 


ORIGIN: 


IT S A BIT LIKE: 


I f you’re disgusted by the violence in Kl Gold, 
don’t worry. If the MK fatalities give you the 
creeps, never fear. The heroic Clayfighters 
are back for more punishment... and there 
isn’t a drop of blood in sight. 


Although it won’t be released ‘til late autumn, 
an early version of Clayfighter 63 1/3 made it 
to Emap Towers this month. The game follows 
the adventures of various squishy warriors as they 
battle Dr Kiln, a mad scientist with plans to take over the 
world. All the battles take place on Kiln’s desert island, 
Claymodo, and many of the original Clayfighters have 
returned for more plasticine pulverising. However, there’s a 
host of cool new features to look forward to... 


SERIOUS FIGHTING 

Whereas the Super NES Clayfighter games put more emphasis on 
comedy than serious battles, the coders have decided to make the 
N64 version more sophisticated than its predecessors. The game 
now features different combos - including Lame Combos, Stupid 
Combos, Retarded Combos and 2000 Hit Combos - each of which 
requires the finger dexterity of a Killer Instinct master. However, the 
dodgy Clayfighter comedy is still there in buckets... 




The Blob can turn himself Into a The oh-so-scary Houngan creeps 
horse’s bottom for this attack. up on Bonker the crap clown. 



THE CRAZIEST CHARACTERS 

As well as Bad Mr. Frosty, Taffy, The Blob and other Clayfighter regulars, 
there are brand new putty people joining the fight. Boogerman, 
better known for his platform adventures, is making an appearance, 
along with Houngan the Witchdoctor, Lady Liberty the animated statue, 
Sumo Santa and a host of others. If you’re a Clayfighter fan, you can 
look forward to the biggest plasticine tournament of all time! 
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IN GOOD VOICE 

As well as cool graphics, the N64 incarnation 
of Clayfighter also features top class sound. 
Interplay used the talents of a Disney sound 
director when they recorded the voice lines for 
the game, the speakers including Rob Paulson 
of Pinkie and the Brain, Frank Welker from The 
Lion King and Dan Castellaneta, the voice of 
Homer Simpson. When fighting the characters 
sometimes call out the name of the move 
they’re using, yell when they’re hit or generally 
complain when they finally get beaten. In all, 
each different Clayfighter character has 
between thirty and forty lines of speech. 



MEGA PUNCH 

For this special move, a small yet incredibly strong 
snowman peeks from under the rim of Bad Mr. 
Frosty’s top hat and unleashes a mighty punch. 


TAFFY SHREDS 

To hit his hapless opponents with a flurry of vicious 
punches, ol’ stretchy bod Taffy can unwind his 
licorice body into a dozen fists. What a sweetie! 


ALL THE MOVES 


Naturally, Interplay’s Clayfighter 63 1/3 features an all new range of, ahem, hilarious special 
moves and daring attacks. Here’s a few of our favourites... 






CHUNKY CUTS 

Another element which draws inspiration from 
Mortal Kombat are the ‘Chunks’. Chunks are 
lumps of clay that fly off a character when 
they’re hit, rather than the normal blood splats 
or contact stars. However, as Clayfighter is a 
3D title, the chunks actually scatter into 3D 
space, with some flying towards the television 
screen itself. ‘Spillits’ are also included, items 
that fall from a fighter when they get thrown - 
for example, when Houngan gets chucked, 
chicken bones tumble out of his pockets. We 
don’t know why, though... 



LIBERTY FLAME 

The gorgeous Lady Liberty can use her infamous 
torch to fry her opponents. However, being a 
sensible girl, she’s careful to use an eyeshield... 


WOK PUHCH 

Kung Fu grand master Kong Pow puts his steel wok 
to good use in his mission to defeat the evil Dr. 

Kiln. A wok on the wild side, perhaps? 


HEAD CHARGE 

The inebriated hero, Hobocop, can spin through the 
air like the evil Bison in Street Fighter. Still, it’s good 
to see the drunkard using his head for once. 


Hitt ?»HW 

To slice his opponents in half the squishy Blob can 
transform himself into an airborne buzzsaw. Who 
says that Clayfighter games aren’t vicious...? 



As Bad Mr. Frosty prepares for a titanic battle, 
Bonker the corrupt clown strolls casually 
across the arena. What's he doing? 


Suddenly, Bonker leaps high into the air and 
produces a wooden mallet from his hack 
pocket. Bad Mr. Frosty roars in pain. 



As Bonker mercilessly pounds Bad Mr. Frosty 
with the mallet, chunks of clay fly around the 
fighting arena and towards the TV screen. 
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GOOD BACKGROUNDS 


Like Kl Gold, Clayfighter 63 1/3 features 2D characters fighting in 3D arenas. However, Interplay’s effort 
goes one step further. Each player can control the in-game camera and move the viewpoint around the 
fighters, revealing 3D objects which can be broken or thrown at the other player. 


r Rorrx 


THE MOUNTAIN 

Rather than a flat arena, the fights here take place 
on a bizarre U-shaped platform with a sheer drop 
below. Dare you jump across the gap? 


THE STORE 

This battle arena is a tiny industrial store room 
packed with dozens of wooden crates. Time to 
throw some heavy boxes around, methinks. 


THE FOREST 

Here the fighting action moves to a misty forest 
glade with an old, Hansel and Grettel style-e 
cottage in the centre. Lovely. 


THE SHIP 

Now the battle switches to a harbour with a huge 
sailing ship moored nearby. Could be a good place 
for a breakthrough into the hull. 


CREATING 

CLAYFIGHTERS 

To create fighters who really look as if 
they’re made of clay, the coders had scale 
models built. A company called Danger 
Productions took Interplay’s sketches and 
built sculptures called Maquettes. From 
these, clay models were made and filmed 
using stop-motion photography to create 
the moves for the game. This animation 
was digitised by the coders who used game 
design tools to create the characters. Easy. 


READY TO RUMBLE 


Lady Liberty can use her spikey crown to 
impale unlucky Clayflghters. 


Never mind the tears of 
a clown... Bonker's set 
to make a few eyes 
water with his hammer. 


It’s just been confirmed that Clayfighter 63 1/3 will be compatible 
with Nintendo’s Rumble Pak. Offensive smacks and throws used by the 
characters will result in the Pak buzzing and vibrating, making sure 
that every punch and kick seems more painful than ever. Having 
realised how effective the Rumble Pak is in shoot-’em-ups like Starfox 
64, the accessory should be excellent for fighting games. There’s been 
no word if a bundle including the Pak and game will be released, but 
we’ll bring you more details in a future issue. 


in 
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SITUATION COMEDY 

Other new elements in the N64 version of 
Clayfighter are the Situation Hits. If a fighter 
gets punched or kicked in a certain spot it’ll 
trigger a special animation routine showing 
some madcap Clayfighter action. We’ve been 
told that, in the finished version, Hobocop 
will drop his trousers and moon at anyone 
who kicks his butt. Expect a host of hilarious 
reactions in the finished game... 


WHAT A BREAKTHROUGH 

As well as being able to rotate all the different backgrounds, players 
can take advantage of unique ‘breakthroughs’. Each fighting arena 
features up to four breakthroughs and, when a fighter is thrown into 
this area, an animated sequence begins. The view then switches to 
inside a new room where players can see their fighter bursting through 
the wall, surrounded by a shower of splinters, 
clay and bricks. The second fighter will then 
leap through the Clayfighter-shaped hole to 
continue the fight. Unfortunately, none of these 
interesting breakthroughs were included in the 
early version that we played. 


D'YA WANNA 
KNOW A SECRET? 

Although Clayfighter 63 1/3 features 12 
instantly playable characters, the coders 
have hinted that loads of secrets are there 
to be discovered. For example, Interplay’s 
gaming heroes, The Lost Vikings, are 
rumoured to be making an appearance, 
and there are special bonuses to be had if 
players tap in certain move sequences on 
the controller. In fact, Interplay are sure 
that it’ll be some time before Clayfighter 
fans discover all the hidden characters. 

I ^ 

FINISH HIM! 

As well as hundreds of moves and awesome 
combos, Clayfighter 63 1/3 pays homage to 
Mortal Kombat with special Clayalities. Instead 
of the brutal head rippin’, spine snappin’, man 
eatin’ fatalities found in MK, Boogerman can 
finish his opponents with a shower of snot 
while Sumo Santa will drop a stocking over the 
other player’s head. One of the best Clayalities 
is the Zappa Yow Yow Boyz who surround their 
opponent, throw them to the ground then cook 
‘em in a giant soup pot! 
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As well as twisting his clay body into a wide 
range of different weapons. The Blob can also 
indulge in some good or fist fighting. 


Bonker the clown and Hoppy the Battle Bunny 
fight outside a deserted cottage. I don't fancy 
Bonker’s chances against this Roho Rabbit. 


Even when he's half a screen away from his 
opponents, Taffy can stretch his licorice legs 
to poke other fighters In the eye. Ouch! 





















i ipreview: 



If you played CF2 you’ll know that ol’ floppy ears 
has gone through a few changes. Not so cuddly 
now, one of his legs has been replaced by a 
robotic limb. Who says rabbit’s feet are lucky? 


WHATEVER 
HAPPENED TO...? 

It’s been three years since Clayfighter 2: 
Judgment Clay arrived on the Super NES. 
However, rather than sleeping in their 
plastic tubs for a few years, some of the 
Clayfighters have been very busy. 
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BLASTS FROM THE PAST 

It was a surprise when Clayfighter 63 1/3 was announced for the N64. After all, the previous 
Super NES installments didn’t exactly set the world on fire. The original Clayfighter was 
reviewed in Issue 19 and was awarded a disappointing 79% - “Stunning to look at, but sorely 
lacks any lasting appeal” - while the sequel only managed to scrape together a poor 64%. In 
the past, reviewers criticised the game ‘cos it lacked the playability and skill of titles such as 
Street Fighter and Mortal Kombat. Let’s just hope the finished version remembers to back-up 
that cheesy American humour with decent beat-’em-up gameplay... 




FIRST IMPRESSIONS: 


Ooops! Looks like Hobocop is about to fall off 
the pier before he gets near Bad Mr. Frosty. 


It would be unfair to 
judge Clayfighter 631/3 on this early 
version. Although it does give a good idea 
ot how the finished game will play, it's 
currently running at only 30fps, whereas 
the completed version will be a sexy sixty. 
The voices, breakthroughs, clayalities and 
so on aren’t included either, so it would be 
impossible to make balanced criticisms. 
However, we’ll be sure to follow this title's 
development very closely... 
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In a magazine far, far away... 

“A massive; galactic, 
fantasy to send StaF Wars 
enthusiasts into a . 

,/ frenzy and make. 
George Lubas .- ■ . : 
.proud.’’. 

SNES Force-.95% 


“UtilisinpMgop. action 
attention tolffllkMode : 
sequences aiflEgniore 
besides, Star 
'.platform fans plika^H 
be mad to miss this soH 
rollercoaster of a'gamen 
NMS-92% 


The Empire Strikes Back is released on Super NES. Return of the Jedi is released on Super NES and Game Boy 
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BY: 

GT INTERACTIVE 

GAME TYPE: 

DOOM RPG 

RELEASE: 

TBA 

CART SIZE: 

64 meg 

ORIGIN: 

Upgraded PC Doom 
clone with swords, 
sorcery and RPG 
elements. 

IT S A BIT LIKE: 

Doom, Duke Nukem 
and any other first 
person game. 


6 Vs commitment to the Nintendo 64 seems to grow 
by the day - they currently have over eight titles 
in development. The latest to filter EXCLUSIVELY to 
Nintendo Mag is their Doom-style RPG f Hexen 64. 

Anyone familiar with PC gaming will know what a success 
Hexen was on the format. It sold faster than a hyped Spice 
Girls single and took id’s standing in the games industry to 
a dizzy new high. To say PC gamers loved it would be an 
understatement. Hexen offered players what Doom lacked; 
depth - while Doom was great fun it was still a little linear. 
Hexen, on the other hand, asked players to go back and 
forth between areas and had more of an ‘adventure’ feel to 
it. That was back in ‘95 when the N64 was but a set of 
chips working on a SCI station. But not anymore... 



Timon’s Axe is a handy close range weapon 
which uses blue mana. Use it against Afrits 
and Lizard Men for the best results. 




IT WAS A TIME OF HEROES... AGAIN 

You couldn’t possibly ‘do’ anything vaguely RPG-ish - although Hexen’s only 
distantly related to a true role player - without coughing up a preposterous 
plot filled with silly names, places, weapons, spells, elves, shelves etc. Here 
for your deliberation is a breakdown of Hexen’s more salient plot points... 


Any relatives? 

Yep, this is the sequel to GTs earlier PC title, Heretic. 

Where are we? 

The Cronos dimension, Hexen world. 

Ups of living in Hexen 

Magic is even stronger than in Elven worlds - obviously. 

Downs of living in Hexen 

Strict anal control of human thought and very dodgy weather. 

What’s gone wrong on Hexen? 

Nasty Serpent Rider, Korax, gets to grips with the top boys and 
gives them a slice of unlife. 

What’s the solution? 

Three remaining humes head for the Korax’s domain. 

Whoops! 

They get separated in a bizarre dimensional portal - as you 
do - and have to go it alone. 

Silliest in-game name 

Sidhe the Elf or D’Sparil the Serpent Rider. 
















































Ice levels are hazardous as 
chasms appear in the floor. 


The map looks time-worn and 
fades out at the edges. 


Expect to see this a lot. 
Loading takes aaaaaaages. 
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THE STATUS QUO... 

When you’re trapped in the netherworld and it’s dark and you’re hopelessly lost, it’s an 
absolute godsend to have some small measure of comfort with you. Some folks like a 
teddy bear, others a hipflask full of Scotch, and in Hexen you get a terribly helpful status 
bar. Here’s all there is to know... 




Select this icon and a demon 
helper is yours for a while. 


He’s armed with a hammer 
that sends gouts of flame... 


...at bad guys. The trouble Is 
that he’s not too bright. Duh! 


CHARACTER AHALYSIS 

Now that you’re slightly familiar with the 
twisted Hexen plot, it’s time to meet the 
geezers you’ve got to get to grips with in 
the netherworld of Korax... 



BftRftTUS 

This speedy weapons master is the fastest of the 
three characters who’s job it is to change the 
shape of destiny. A close-range fighter, Baratus 
has a much stronger armour rating than his 
companions ‘cos he has to mix it up within 
a hair’s breath of the nasties. 




PftRIflS 

A jack-of-all-trades this fella. He’s a blend of 
mage and warrior, and as a result is pretty tasty 
at both hand-to-hand combat and the old izzy- 
wizzy-let’s-get-busy. Unfortunately, he’s plagued 
with the curse of mediocrity and so he’s the RPC 
equivalent of Wimbledon. 


DftEDOLON 

Info provided with Hexen claims Daedolon is 
‘physically weak, but strong in spirit’. Sounds 
dodgy, doesn’t it? Good job that he’s a bit of 
a wiz in the spells department. His long-range 
magical attacks mean he barely sees his foes 
before they crumble in the gloom. 
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■PREVIEW 



TO THE MM BORN 

Even the magical aspect of Hexen isn’t as 
simple as you might think because there’s 
two different types of mana. Littered 
around the levels are blue and green icons 
for your cleric, fighter or mage to collect, 
with each powering-up different types of 
weapon. However, when you come to 
collect your piece-based super weapon it 
draws from both forms of mana meaning 
more damned searching and more chance 
of it draining away. 



BELOW Environmental changes like this show ABOVE Use a powerful weapon at close range 
how the Doom engine has been upgraded. and monster puree is the result. 




THROUGH THE, ER, SMASHED WINDOW 



One moment you're happily romping your way ...and the next, in a rage, you've smashed a 
around a level admiring the stained glass... leather clad fist right through it. Whoops! 
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In the Castle on episode two you’ll find a 
well. Jump In for a surprise... 
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...in the shape of a switch. Pull it to raise the ...and you also get this cryptic message, 
water level, enabling you to get out again... Search around the level for a while... 
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THE BEAST WITHIN YOU 

Hexen boasts a right menagerie of nasties for 
you to pit your wits against. We haven’t 
shown pics of the evil head honchos of Hexen 
- not wanting to spoil things for you - but 
here’s the majority of them in their ugliness... 



Huge flying pigeons that throw flames at you as they 
swoop down from up on high. 
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STALKERS 


Big water-based lizards with sharp nails and a bad 
temper. Prone to firing slime projectiles. 
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CHAOS 

SERPENT 

The evil D’Sparil himself used to ride one of these gas 
and fire belching nags from hell. 
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WENDIGO 

This nasty piece of work likes nothing more than to 
fire lumps of ice at you in a Mr. Freeze type style-e. 
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CENTAUR 


These evil servants of the Serpent Riders are rock- 
hard and extremely difficult to kill. 
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...and you find a door has indeed opened, 
letting you get at the Castle Key. Clever stuff. 

Ring the bell on in first area to activate a 
teleport. Set pieces make Hexen cool. 


powers os 


PROTECTION 


As you wander the labyrinthian levels of 
Hexen you’ll come across objects and artifacts 
that’ll help you defeat the denizens of evil. 
Some are activated immediately, while others 
you can horde ‘til completely necessary. 


IMMEDIATE AFFECT 



GLASS 

DIAL 

Adds ten points to your 
ailing health meter. 


MESH 

ARMOUR 

Light armour that’s 
good for fighters. 



FALCOH 

SHIELD 

Protects all characters, 
but particularly Clerics. 


AMULET OF 
MAROIHG 

Magical protection if 
you’re a lucky mage. 


INUENTORV ITEMS 



QUARTZ 

FLASK 


Boosts your waning 
health by 25 points. 


ICOH OF THE 
DEFEHOER 

Gives the characters 
invulnerability. 



DRAGOHSKIH 

BRACERS 

Time-based armour 
upgrade. Very useful. 


DISC OF 
REPULSIOH 

Deflects everything 
away from you. 



BAH1SHMEHT 

DEVICE 

Teleports fiends back to 
the start of the level. 


FLESCHETTE 

BOTTLE 

Produces different types 
of grenades. 
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Cl^ iJIJlU'mVI MANY MODES OF PLAY 

^ Once you’ve perfected your one-player skills ai 


IDENTITY PARADE 

N64 is the fourth format that Hexen has 
appeared on. Just to prove that, while 
Hexen doesn’t really push the N64’s 
hardware, it’s still the best incarnation... 
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The place where Hexen was born. This was the 
second Raven game using the Doom engine. 



SNTURN 

Arrived this year and, after a dismal Doom, put 
a smile back on Saturn owners’ faces. 



PLAYSTATION 

Oh dear, what can be said about the PlayStation 
version, aside from - D’oh! 
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Rock falls like this are hazardous, but you 
can hide on a ledge out of harms way. 


Once you’ve perfected your one-player skills against the denizens of 
darkness, why not invite some chums around for a game of multi-player 
Hexen 64? For those ‘Billy-no-mates’ out there, hurry and get some 
chums before Hexen’s forthcoming release. 



FILTERED OR INSTANT? 


If you take a shufty through the Options menu in Hexen you’ll see the normal array of 
options that you’d expect from most games of this ilk. But scratch a little below the surface 
and you’ll notice the Filter option. Here’s what it happens when you activate it... 


FILTER OFF 


4 t 
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That's what we like to see! A screen full of 
blood. Not yours, fortunately. 


m 


FILTER OH 


Turning the filter off turns the Nintendo 64’s 
anti-aliasing off. This speeds play up a tad, 
but makes the sprites look very pixely. 
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The filter is now on. The sprites look cleaner, 
and, to tell you the truth, it’s impossible to 
notice any slowdown at all. 




At the start of each episode you receive a 
taunting message from Korax, the big bad 
guy. Ignore him, he still lives with his mum. 


FIRST IMPRESSIONS: 


Although Hexen 64 
doesn’t push the Nintendo 64 graphically 
to anywhere near its limits, it’s retained 
the involving gameplay of its older PC 
cousin. The game moves at quite a pace 
and, after the initial disappointment at the 
lack of eye-candy, you do find yourself 
becoming engrossed in what is a good 
solid adventure game. It’s a little 
disappointing that, after seeing the brilliant 
conversion of Doom that’s on the way from 
GT Interactive, Hexen 64 doesn’t look quite 
so sexy. But, if you like first-person role- 
playing romps, it’ll be worth a look. 
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FAST DELIVERY SERVICE 

3 Working days on stock items 


01993 844885 

9am to 8pm Mon-Thur, 10am to 7pm Fri & Sat 
11 am to 4pm Sun & Bank Hols 
OR FAX ORDERS TO 01993 840750 

POSTAGE FREE FOR UK 
ALL ITEMS GO 1ST CLASS 



NINTENDO 64 

NINTENDO 64 & INTERNATIONAL 

SUPERSTAR SOCCER 64 £197.99 

NINTENDO 64 & MARIO 64 £199.99 

NINTENDO 64 & TUROK £203.99 
NINTENDO 64 & 1 MB 

MEMORY CARD £159.99 

ALL MACHINES ARE FULLY GUARANTEED 


ISS64 OFFER 

Save your League tables and edited 
teams. Buy a 1Mb Memory card at 
the same time as you buy 
International Superstar Soccer 64 
for just £17.99. SAVE £4.00 




PLAY MARIO KART 64 NOW!! 

Buy a UNIVERSAL GAME ADAPTOR and play 
American games now. Just 19.99 or 16.99 if 
bought at the same time as any game. 


NINTENDO 64 GAMES 


TUROK: DINOSAUR HUNTER... 
WAVERACE. 




...£39.99 

...£48.99 

...£39.99 

...£49.99 

...£54.99 

MARIO KART 64. 

MORTAL KOMBAT TRILOGY. 

NBA HANGTIME. 

ROBOTECH: CRYSTAL DREAMS.. 
TETRISPHERE. 

....CALL 

....CALL 

....CALL 

....CALL 

....CALL 

CALL 

BATTLECORPS. 

....CALL 

£48 99 

DARK RIFT. 

...CALL 

.CALL 

WARGODS. 

....CALL 


NINTENDO 64 
ACCESSORIES 

OFFICIAL NINTENDO CONTROLLER ... .£28.99 

SUPER PAD 64 PLUS.£23.99 

ARCADE SHARK STICK .£39.99 

J0YPAD EXTENSION CABLE.£7.99 

OFFICIAL CARRY CASE .£13.99 

OFFICIAL DELUXE CARRY CASE.£27.99 

S-VHS CABLE .£9.99 

STEREO AV CABLE (SCART CABLE) ... .£9.99 

SCART CONVERTER CABLE.£24.99 

1MB MEMORY CARD.£21.99 

UNIVERSAL GAME ADAPTOR (JAP/US)£11.99 

OFFICIAL CONTROL PAD CASE.£11.99 

JOLT PACK.CALL 

UNIVERSAL GAME ADAPTOR (UK) ... .CALL 

COLOUR 1MB MEMORY CARDS.£22.99 

5MB MEMORY CARD.£32.99 

OFFICIAL MARIO 64 PLAYERS GUIDE .£9.99 
OFFICIAL TUROK PLAYERS GUIDE ... .£9.99 

COLOURED OFFICIAL 
NINTENDO CONTROLLERS 
ONLY £29.99 

AVAILABLE IN BLUE. GREEN, RED, BLACK, AND YELLOW 


TLROK OFFER 

BUY A 1 MB MEMORY CARD AT THE SAME TIME AS YOU 
BUY A TUROK FOR JUST £17.99 SAVE £4.00 



US MACHINES AND GAMES ALSO AVAILABLE 


GAMEBOY GAMES 


ALLEYWAY . £11.99 

ASTEROIDS/MISSILE COMMANDS 5.99 

BASEBALL . £11.99 

BUGS BUNNY 2 . £17.99 

CASINO . £17.99 

DONKEY KONG . £15.99 

DONKEY KONG LAND . £20.99 

DONKEY KONG LAND 2 . £24.99 

DRAGON HEART . £16.99 

DR MARIO . £9.99 

FI RACE . £11.99 

FIFA 97 . £22.99 

GAMEBOY GALLERY . £14.99 

GOLF . £11.99 

KILLER INSTINCT . £11.99 

KIRBYS BLOCKBALL . £15.99 

KIRBYS DREAMLAND . £11.99 

MARIO &YOSHI . £9.99 

MARIOS PICROSS . £16.99 

MICRO MACHINES 2 . CALL 

MOLE MANIA . CALL 

NIGEL MANSEL . £14.99 

PINBALL FANTASIES . £17.99 

PINBALL DELUXE . 

PINOCCHIO . 

POCOHONTAS . 

PRIMAL RAGE . 


RETURN OF THE JEDI.£16.99 

SOCCER.£12.99 

SRACE INVADERS.£13.99 

STAR WARS.£16.99 

STREET INVADERS.£13.99 

STAR WARS.£16.99 

STREET RACER.£19.99 

SUPER MARIOLAND 1.£16.99 

TAZMANIA.£13.99 

TENNIS.£11.99 

TETRIS.£11.99 


..£17.99 


TETRIS 2... 

TETRIS ATTACK . £16.99 

TETRIS BLAST . £16.99 

TOP RANKING TENNIS . £11.99 

TOSHINDEN . £23.99 

TOY STORY . £23.99 

TRACK & FIELD .. 

WAVERACE . 

WORMS... 


...£17.99 

...CALL 


...£17.99 


...£17.99 

...£22.99 


ZOOP.£11.99 

GAMEBOY DOUBLE PACKS 

DONKEY KONG & D KONGLAND £30.99 

TETRIS & TETRIS 2.£25.99 

WARIO BLAST & WARIO LAND...E29.99 
SUPER MARIO LAND 1 & 2 .£29.99 



GAMEBOY HARDWARE & ACCESSORIES 
GAMEBOY POCKET 
SLIM, SILVER & SEXY 

30% SMALLER & 50% LIGHTER THAN 
^ ” THE ORIGINAL GAMEBOY 

# £43.99 

BLACK GAMEBOY & GOLF TETRIS & CARRY BAG.£52.99 

YELLOW GAMEBOY. SUPER MARIO LAND 1. 

SUPER MARIO LAND 2 & CARRY BAG .£53.99 


SUPER GAMEBOY & PLAYERS GUIDE . 26.99 RED GB & SUPER MARIO LAND 1 .44.99 

COLOUR GAMEBOY Green. Blue. Black, Red, RED GAMEBOY & KILLER INSTINCT ... .46.99 

or Clear .39.99 YELLOW & DONKEY KONG LAND.49.99 

MAN UTD GAME80Y (SOLUS) .44.99 MAN UTD GAMEBOY & SOCCER.49.99 

GREEN GAMEBOY & GOLF .43.99 LINK LEADS.£8.99 

GREEN GAMEBOY & TENNIS .43.99 BATTERY PACK.£8.99 

RED GAMEBOY & TETRIS.44.99 BATTERY PACK & PSU - GBP.£13.99 


1 NAME: . . . 
I ADDRESS: 


POSTCODE: 
■ TEL:. 


ITEM 


PRICE 


SIGNATURE 


Postage is free tor all orders shipped #ithm the 
U K. Overseas postage £2.50 per software item 


p&p 


TOTAL £ 


I 
I 

j CASH Q CHEQUE □ POSTAL ORDER Q CARD □ 
j CARO NUMMR □[]□□□□□□□□□□□□□□□□□ SST □□□□ 

■ PLEASE KEEP COUNTERFOILS IF SENDING POSTAL ORDERS. ONLY SEND CASH IN A RECORDED/REGISTERED ENVELOPE. 

J CHEQUES PAYABLE TO: EXCITEMENT DIRECT. 1ST FLOOR, STREATFIELD HOUSE, ALVESCOT ROAD, CARTERTON, OXON OX18 3XZ 

1 Inevitably some itefris may not yet be available. Please phone to check availability. Prices correct at time of going to press.E & OE 


SNES HARDWARE & ACCESSORIES 

(THE PRICE OF ALL SNES MACHINES INCLUDES FAST DELIVERY SERVICE) 

SNES & SUPER MARIO WORLD, 

MARIO ALLSTARS & 1 CONTROLLER.£89.99 

OFFICIAL NINTENDO CONTROLLER.£12.99 SN PRORAD . £6.99 

NINTENDO AV ADAPTOR...£12.99 SPRINT PAD SN LOGIC 3 ... £8.99 

NINTENDO AV CABLE. . £12.99 SCART CABLES . £8.99 

ACTIO f*D SN LOGIC 3 . £8.99 SUPER 16 CLEAR JOYRAD ... £11.99 


SUPER 

NES GAMES 


BASS MASTERS CLASSIC: PRO EDT.. 

.£36.99 

PRINCE OF PERSIA II. 

.£29.99 

BATTLE CLASH. 

.£17.99 

REALM. 

.£25.99 

CASPER. 

.£35.99 

RETURN OF THE JEDI .. . 

.. ..£27.99 

DONALD IN MAUI MALLARD. 

.£43.99 

RISE OF ROBOTS. 

. £19.99 

DONKEY KONG COUNTRY 2 . 

. £28.99 

SECRET OF EVERMORE. 

.£28.99 

DONKEY KONG COUNTRY 3 __ 

.£39.99 

SIM CITY. 

.£24.99 

EARTH WORM JIM. 

. £24.99 

SIM CITY 2000. 

...£37 99 

EMPIRE STRIKES BACK. 

. £27.99 

SUPER GHOULS & GHOSTS 

£21 99 

FIFA 97 GOLD. 

.£37.99 

SUPER INTERNATIONAL CRICKET. 

.£22.99 

F-ZERO. 

.£16.99 

SUPER MARIO KART 

£2599 

INCANTATION. 

.£23.99 

SUPER MARIO WORLD 

£1799 

INT. SUPERSTAR SOCCER DELUXE.... 

.£42.99 

SUPER METROID . 

.£16.99 

KILLER INSTINCT. 

.£12.99 

SUPER PUNCH OUT 

£1999 

KIRBYS DREAM COURSE. 

.£21.99 

SUPER TENNIS. 

.£16.99 

KIRBY’S FUNPACK. 

.£28.99 

TFRRANIftMA 

PTQQQ 

KIRBY’S GHOST TRAP. 

.£21.99 

TETRIS ATTACK. 

. £27.99 

LAMBOUGHINI ... 

. £32.99 

THFMF PARK 

C97QQ 

LOST VIKINGS 2 . 

.CALL 

TOY STORY 

£44 99 

MAIRO PAINT & MOUSE. 

.£29.99 

ULTIMATE MORTAL KOMBAT. 

.£39.99 

MARVEL SUPER HEROES . 

.£44.99 

VORTEX. 

.£16.99 

MR DO. 

. £19.99 

WEAPON 1ORD 

f?1 99 

MS PACMAN .. 

. £27.99 

WHIZZ 

PPiCW 

NBA HANGTIME. 

.£39.99 

WILLIAMS ARCADE GREATEST HITS. 

.£27.99 

NHL "97 . 

. £35.99 

WINTFR ROI IT 

£3799 

OSCAR. 

.£24.99 

YORHI9 191 AND 

£28 99 

PHANTOM 2040. 

. £17.99 

Tuonio lOLMnu ... 

ZELDA . 

ZOOP. 

.£17.99 

.£11.99 

PILOT WINGS . 

.£22.99 

PINOCCHIO. 

.£43.99 



PREHISTORIK MAN . 

.£16.99 

SUPER NES DOUBLES 


PRIMAl RAHF 

£17 QQ 

TETRIS & DR MARIO. 

.£21.99 



S A T U 

R N 

GAMES 


amok. 

f.innn 

SEGA RALLY. 

.. ..£26.99 

ANDRETTI RACING. 

.£34.99 

SHINOBIX. 

. £16.99 

BATTLE STATIONS. 

. £35.99 

SHOCKWAVE ASSULT. 

SKELETON WARRIORS . 

.£18.99 

.£29.99 

CASPER . 

.£19.99 

COMMAND & CONQUER. 

.£33.99 

SLAM N JAM 96 

£18 99 

CRIMEWAVE . 

.£36.99 

SONIC 3D 

. £34.99 

DARIUS 2....... 

.£17.99 

SOVIET STRIKE 

£34 99 

DARK SAVIOUR. 

. £30.00 

SPACE HULK 

f 18 99 

DAYTONA USA C.EDIT. 

. £37.99 
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DESTRUCTION DERBY . 

.£31.99 

STORY OF THOR ? 

£34 99 

DIE HARD ARCADE . 

. £32.99 

ST. FIGHT ALPHA 2 . 

H2.99 

DIE HARD TRILOGY . 

.£35.99 

ctdcct RAPPR 


DOOM . 

.£29.99 

O 1 net 1 nMvun..... 

QTRIKPR Qfi 

. 

FIGHTING VIPERS . 

.£29.99 

o 1 nirven to... 

TMPMP PARK 

. 

HARDCORE 4X4 . 

rai.99 

i ncnnc rMnr\ .. 

THUNDERHAWK 2 . . . 

. £33.99 

IMPACT RACING. 

. £34.99 

TITAN WARS. 

.. £28.99 

INDEPENDENCE DAY . 

. £36.99 

TOMB RAIDER . 

.£33.99 
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KILLINb 1 IMfc..... 

MANX TT...... 

.£29.99 

£33 99 

TOSHINDEN . 

. £26.99 

MORTAL KOMBAT 2 . 

. £19.99 

TRUE PINBALL . 

. £19.99 



NEED FOR SPEED . 

. £18.99 

TUNNEL B1 . 

M?99 



NHL 97 . 

. £19.99 

VIRTUACOP . 

£27.99 



PANZER DRAGOON . 

. £19.99 

VIRTUA COP 2 . 

. £37.99 
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VIRTUA COP 2 & GUN. 

. £52.99 
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PRIMAL RAGE 

£18 99 

VIRTUA FIGHTER . 

. £19.99 

PRO PINBALL 

f?1 99 

VIRTUA FIGHTER 2 . 

....£22.99 

REVOLUTION X . 

£18.99 

VIRT’FIGHTER KID . 

. £22.99 

RISE 7 RESURRECTION 

£1RQQ 

VIRTUAL ON. 

.£26.99 

ROAD RASH 

£18 99 

VIRTUA RACING. 

.£23.99 

ROBOPIT. 

.£18.99 

W/WIDE SOCCER 97. 

.£34.99 

SEA BASS FISHING 

£32 99 

WRESTLEMANIA. . . 

. ...£18.99 

SEGA AGES. 

....£33.99 

X MEN CHILD OF THE ATOM. 

.£17.99 




PLAYSTATION GAMES 


2 EXTREME. 

.£29.99 

MORTAL KOMBAT TRILOGY . 

....£33.99 

ADIDAS SOCCER. 

.£22.99 

NBA IN THE ZONE. 

....£29.99 

ADDIDAS 97. 

. £35.99 

NHL 97 ..„. 

....£29.99 

BATTLESTATIONS. 

.£36.99 

ON SIDE SOCCER. 

....£27.99 

BROKEN SWORD. 

.£34.99 

PANDEMONIUM. 

....£34.99 

COMMAND 8 CONQUER. 

.£37.99 

PANZER GENERAL. 

....£34.99 

CONTRA . 

.£34.99 

PHILOSOMA. 

....£24.99 

COOL BORDERS. 

.£34.99 

PLAYER MANAGER. 

....£31.99 

CRASH BANDICOOT. 

.£38.99 

PO’ED. 

....£34.99 

CRITICOM . 

.£17.99 

PORSCHE CHALLENGE. 

....£31.99 

CROW . 

. £34.99 

PROJECT OVERKILL. 

....£33.99 

CRUSADER NO REMORSE . 

.£36.99 

PSYCHIC FORCE. 

£34.99 

CYBERIA _____ 

.£19.99 

ROAD RAGE . 

. £34.99 

CRYPT KILLER . 

.£34.99 

REBEL ASSAULT 2. 

... £34.99 

DARK FORCES . 

.£29.99 

RESIDENT EVIL. 

... £34.99 

DARK STALKER . 

.£22.99 

REVOLUTION X . 

...£19.99 

DESCENT . 

.£19.99 

RIDGE RACER . 

....£17.99 

DESTRUCTION DERBY . 

.£17.99 

SIM CITY 2000. 

... £33.99 

DESTRUCTION DERBY 2 . 

.£36.99 

SKELETON WARRIORS . 

....£35.99 

DIE HARD TRILOGY. 

.£35.99 

SOVIET STRIKE. 

....£34.99 

DISRUPTER . 

.£35.99 

STAR GLADIATOR. 

....£29.99 

DRAGON HEART . 

.£35.99 

ST.FIGHT ALPHA 2 . 

....£32.99 

EPIDEMIC . 

.£30.99 

STREET RACER . 

....£35.99 

EXCAUBUR. 

.£32.99 

STRIKE POINT. 

....£29.99 

EXHUMED . 

.£29.99 

SKUIKODEN. 

....£34.99 

FIFA 97 . 

.£34.99 

SUPERSONIC RACERS. 

...£19.99 

FINAL DOOM. 

.£32.99 

TEKKEN . 

....£17.99 

FIRO&KLAWD. 

.£23.99 

TEKKEN 2 . 

. £38.99 

FLOATING RUNNER. 

.£19.99 

TEMPEST X 3. 

....£29.99 

FORMULA 1... 

.£37.99 

THUNDERHAWK 2 .. 

...£13.99 

GEX.. 

.£19.99 

TILT . 

....£29.99 

HARDCORE 4X4 . 

.£31.99 

TITAN WARS. 

....£19.99 

HYPER TENNIS . 

..£19.99 

TOMB RAIDER. 

....£31.99 

INTERNATIONAL SUPERSTAR 


TWISTED METAL 2 .... 

....£33.99 

SOCCER DELUXE. 

.£24.99 

VICTORY BOXING. 

....£34.99 

INTERNATIONAL SUPERSTAR 


VIEWPOINT. 

....£19.99 

SOCCER PRO. . 

.£34.99 

WHIZZ. 

....£29.99 

INT. TRACK 4 FIELD . 

.£32.99 

WING COMMANDER 4 . 

....£36.99 

JET RIDERS . 

.£29.99 

WILLIAMS ARCADE. 

....£26.99 

KINGS HELD . 

.£31.99 

WIPEOUT. 

...£17.99 

LEGACY OF KAIN . 

.£32.99 

WIPEOUT 2097. 

....£37.99 

LOMAX . 

.£22.99 

X2. 

....£36.99 

MICRO MACHINES 3. 

.£38 99 

X COM: TERROR DEEP .... 

....£32.99 






WE BUY AND SELL 
2ND HAND NINTENDO 64 GAMES 
PLEASE CALL FOR DETAILS 


N.B. ALL THE GAMES IN THIS ADVERT ARE BRAND NEW 











































































































































































































































































































































mil'll 111 4i AN INTE N DO 64 



nother beat-’em-up, another cheesy plot. Honestly, 
what’s wrong with the old ‘some blokes have a 
fight’ premise that’s served the Street Fighter series 
for so long...? 


Legend has it that, at the dawn of time, a Master Key was 
forged to lock away the secrets of the cosmos. The key was 
broken and scattered throughout the dimensions of reality 
for safekeeping. These realities are connected by portals 
known as Dark Rifts, and only individuals with a key 
fragment can pass through them. The ancients say that, 
when the key is complete, the dimensions will converge to 
reveal the true centre of the universe. However, the evil 
Sonork has got his hands on part of the key, and it’s up to 
the universe’s eight greatest warriors to try and stop him. 


ft RIFT IN MV TROUSERS 

There are no surprises in Dark characters, Dark Rift seems to 
Rift’s formula - eight characters draw on several beat-’em-ups 
battle each other in a ‘best of for inspiration, including 
five’ bout in a 3D arena. Namco’s Soul Edge and 

Boasting 3D gameplay in the Nintendo’s own Killer Instinct, 

form of dodge moves, and The character’s weapons are 

meaty weapons for all the diverse, ranging from the smart 


(Eve’s light saber), to the hefty 
(Core’s axe) and the integral 
(Demonica’s claws). This means 
that each character has a 
unique style, and the clashing 
of weapons leads to some 
spectacular special effects. 


RIGHT Cybernetic 
lass Eve has a 
light-sabre style 
sword which glows 
menacingly and 
casts a green light 
on the fighters. Jolly 
fun. eh readers? 


Return of the cheesy 
puffballs of doom! 


Dramatic camera angles are used to replay 
the best highlights of the action. 


Dark Rift's explosions are spectacular affairs 
that result in maximum polygon carnage. 




BY: 

KRONOS/VIC TOKAI 

GAME TYPE: 

3D Beat-’em-up 

RELEASE: 

Summer ‘97 

CART SIZE: 

64 meg 

ORIGIN: 

A fighting title 
with influences 
from other 
games in the genre. 

IT’S A BIT LIKE: 

Killer Instinct or 

Soul Edge. 


WARRIORS OF THE RIFT 


The eight characters in Dark Rift are a weird bunch, all armed with some kind of weapon. 
In it’s inimitable style, Nintendo Magazine reveals all... and tries to be funny as well. 


RRRON MftUERIK 

Bald-headed Aaron is a member of 
the elite Colonial Commando 
Special Task Force and his orders 
are to save the war-torn Earth by 
retrieving the Core Prime Element 
from Sonork. His best friend is a 
very big gun, the MFG-16, and he 
never forgets to lock his pets 
inside on fireworks night. 

HE’S SORT OF LIKE 

TJ Combo with a gun 


OEMONICR GRROUX 

A creature from the Dark 
Dimension, scary, scary Demonica 
is on a quest to acquire the Core 
Prime Element for her master, the 
Lord Demon Demitron. Captured 
by Sonork years ago, she’s now 
seeking revenge. She has big 
claws, prefers an up-close fighting 
style and won’t eat sprouts. No sir. 

SHE’S SORT OF LIKE 

Seal’s mother-in-law 


MURPHIX SMITH 

Made of pure energy, Morphix is 
rumoured to have come from the 
Light Dimension, but his reasons 
for entering the Dark Rift 
tournament are unknown. He has a 
multitude of weird morphing 
moves, including one where his 
opponent slides right through his 
body onto his spear-like arms. Eep! 

HE’S SORT OF LIKE 

Dural (Virtua Fighter) 


SCRRLET 

Custodian of the Core Prime 
Element, Scarlet was booted out of 
the job by Sonork and is after 
revenge. The programmers say 
they didn’t want her to conform to 
the stereotypes of female beat- 
’em-up characters. That would 
explain the large jabbercrackers 
and the skimpy uniform. Cnurk. 


SHE’S SORT OF LIKE 

Sophita (Soul Edge) 
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CAMERA OBSCURA 

A major part of Dark Rift that the developers 
are crowing about is the game engine. Running 
at an extremely healthy sixty frames per 
second, the action is smooth and frantic. 

During intense bouts of special effects the 
frame rate tends to drop for a split-second, but 
this is not really noticeable. However, the most 
impressive part is the roving camera. While it 
generally sticks to a side-on view during fights, 
pulling off a throw causes the viewpoint to 
pan, track and zoom like mad to get the best 
view of the action, before snapping back. 



One of Demonica's grapple attacks causes 
the beastly lady to leap at her opponent's 
neck and gnaw at their jugular. 


She's having a good old chew here, and 
there's nothing Eve can do to get rid of her. 
Looks like she's lunch. 


Each bite is accompanied by this little blue 
flash. Superfluous maybe, but it looks pretty 
cool all the same. 


And finally, she throws her opponent to the 
floor. Wonder if she actually likes the taste 
of Eve's cybernetic fluids? 


Zenmuron charges up his A massive 3D energy bolt Blammo! Gore staggers Scarlet is looking decidedly unwell here. We 

projectile attack by plunging erupts from his blade and under the force of the blast, reckon it might have something to do with 

his sword into the ground. heads in Gore's direction. which just keeps on cornin'. Aaron giving her a damn good kicking. 


DARK RIFT CHALLEN&ES FOR THE H64 BEAT- EM-UP CROWN 


GORE 

Core is the champion warrior of 
the planet Draylon, er, Dorlon. Sent 
by his King to claim the Prime Core 
Element, Gore is neither fast nor 
smart, but has a large axe and 
knows how to use it. He has a 
powerful, ground-thumping 
shockwave attack, and spends his 
spare time painting country scenes. 

hiiki 

Niiki is a mischievous princess 
from the jungle city of Faralon. A 
master of Inverse Kinematics and 
other deadly maths related 
techniques, young Niiki is after 
adventure, but does not realise 
how dangerous the tournament is. 
She also wants to know how much 
is that doggy in the window. 

EUE 

Eve was in charge of Sonork’s 
project to create Sentient 

Integrated Droids. A batch of them 
went berserk, so Sonork ordered 
the destruction of the facility. 
Mortally wounded in the attack, 

Eve transferred her consciousness 
into a cyborg body and escaped. 

She has a light saber-style sword. 

ZENMURON 

No one knows much about 

Zenmuron, and no one cares. Only 
joking. Hes a feared ninja warlord 
who has included elements of the 
samurai discipline into his fighting 
style. The intentions of his 
organisation remain unclear, but 
he’s rumoured to spend all his 
pocket money on sweets. 

HE’S SORT OF LIKE 

Tak (WarCods) 

SHE’S SORT OF LIKE 

Niiki (Pandemonium) 

SHE’S SORT OF LIKE 

Kunimitsu (Tekken) 

HE'S SORT OF LIKE 

Yoshimitsu (Tekken) 
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(PREVIEW 


Zenmuron swipes with his sword, 
but Gore explodes into action... 


... and prepares to give the ninja He storms in 
fella a swift stomping. with his axe 


... before finishing up with a 
heavy stone loot on Zen's throat 


rrrsr 'uron 




ti * V* 


Glowing with mystical energy, 
Morphix builds up his attach... 


... and sends an blast of energy 
towards an unsuspecting Eve. 


If that huge explosion doesn't 
knock her over, then nothing will 


•K,. 

• • 

♦ 


COMMOTION CAPTURE 

Becoming increasingly common in games of this type is the use of motion 
capture to give the fighter realistic animation. And Kronos is no exception, 
having used an optical motion capture technique for Dark Rift. By sticking 
little white balls on the actors and then tracking them with a profusion of 
cameras, the programmers end up with a wireframe model which can be 
modified and textured to suit each character. However beast-like characters 
such as Demonica have animal ankles rather than human ones, so to create 
her wireframe the actor had to totter about on ludicrous high heels! 


Niiki’s mastery of Inverse 
Kinematics means she can use... 


... her opponent's weight to her 
advantage. Here she vaults... 


... over Gore and. as she lands, 
gives a hefty tug which... 


... sends the granite based fighter 
flying. Well done that girl. 
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ARON 


THE H64 MARKET 

What influenced your decision to develop 
a beat’em up? 

We love beat ’em ups, and the fact that 
there’s a lack of 3D fighting games for s 
the Nintendo 64. 

How do you see the Nintendo 64 
market developing? 

Racing and fighting games are / 

popular, and the 8 meg cartridge 
format is perfect for them. 


Battle Commence'. What on Earth could 
that mean then? I dunno... 


M ARON 


Why do beat ’em ups need 
ludicrous plots? 

Because not only are we 
coding a game, we’re 
also creating licences. 
Back-story 
also helps 
later on for ^ 
potential % 

spin-off products # } 

and merchandising. 


Aaron attacks with his big gun, and 
Scarlet staggers under the impact. 


What new gameplay features 
are in Dark Rift, and how 
do they work? 

All the projectiles in the game 
are made with 3D polygons, 
allowing effects that are 
different from other fighting 
games... ‘get up’ attacks can be 
devastating, as your character’s 
longest combos are during 
get up time. 

Some of the combos seem a bit 
Soul Edge-y. Was this a source of 
inspiration for you? 

Namco, Sega, Square and Capcom are all 

companies whose games we 
^ A play and respect. We had to 

A figure out why we play 

them and what we would try 
to do differently. 


The military man can also throw grenades 
which explode across the arena. 


lCARLET 


m TECHNICAL 
GUFF 

A sixty frames per 
second engine is impressive 
on any system, but to get 
the speed have you had to sacrifice 
detail anywhere? 

We were ‘recommended'' not to try it. 
Gameplay means everything, so we set 
our sights on sixty frames per second 


Scarlet fights back with a thrust of her 
sword, Aaron is looking a bit past it. 


9 




first... I’m proud to say we were 
very successful! 

COMPLETION 

When will Dark Rift be finished? 

We submitted the final version of Dark 
Rift to Nintendo Of America yesterday 
(24th April). Now we’re just waiting for 
their approval. 

THE FUTURE 

Can you tell us what’s coming up next 
for Kronos? 

i Drink lots and lots of beer, sleep for a 


Weapon trails at three paces! The motion 
blur effects in Dark Rift are excellent. 



very long time and then make some 
more cool games for the N64 1 



Eve threatens IVIorphix with her flashy 
light sabre. Ponce. 



This'll be the character select screen, 
then. Good to see one in a beat-'em-up. 



Gore has some impressive combo attacks 
as you can see here. 


ZENMURON 


Same character battles are possible. Here 
Zenmuron takes himself on. 


lilirilliilililtfiU'lttfli Dark Rift seems to 
combine the impressive combo moves of 
Soul Edge with the exuberance of Killer 
Instinct. And, with no competition in the 3D 
beat-’em-up market at present, its success 
is all but ensured. The simple looking 
character models may be the price of the 
high frame rate, but with a shed-load of 
excellent special effects, that may not 
matter too much. Definitely one to watch 
later this year. 
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KIRBY'S l 

STAR STACKER 


Are there no limits to this overweight, pink blob’s 
talents? He’s been spotted on a crazy golf course, a 
pinball machine and he was even used to demolish 
stone bricks in his last Came Boy appearance, Kirby’s 
Blockball. Well, if he’s slowing, he’s showing no signs of 
cracking up as he prepares to launch into Kirby’s Star 
Stacker, an all new puzzle game to rival classics such as 
Tetris Attack and Puyo Puyo (or Kirby’s Ghost Trap as it 
was called on the Super NES). 


S ince battling through two daring Dream Land 
adventures, Kirby has appeared in all manner of 
puzzle games. And, wouldn’t ya know it, he’s 
gonna do it again on the good ol’ Game Boy. 


BY: 

HAL LABORATORY 

GAME TYPE: 

Puzzle 

RELEASE: 

TBA 

CART SIZE: 

2 meg 

ORIGIN: 

Another game in 
the Tetris/Puyo 

Puyo mould 

IT S A BIT LIKE: 

A cross between 

Tetris Attack and 

Puyo Puyo 


MUCH OF 0 MUCHHESS 

Although this may look like another Puyo 
Puyo/Tetris Attack clone, closer inspection 
reveals a variety of subtle differences. The 
game mechanics are similar, with two blocks 
falling together. However, that’s where the 
comparisons end. To clear a screen, players 
must sandwich star blocks between identical 
characters either vertically or horizontally. 
Kirby is joined by his trusty companions Rick 
the hamster, Kine the sunfish and Coo the 
owl. However, you may be surprised to learn 
that the pink fatso himself doesn’t appear in 
the game - he’s merely a cutesy mascot for 
the title. What a swizz... 



Remove five more characters and you’ll 
progress to the next stage. 



Watch out! Dee Dee’s got a trick up his 
sleeve. Prepare to be bombarded. 





BLOCK AMD ROLL 


As well is the various character blocks, there are three other 
fconTwtdch force fc.ee,, ,o M. Hoover, if feed correcfl,. 
they can be turned to your advantage... 


STAR BLOCK 

You can remove these blocks by sandwiching two 
matching character blocks. Failure to eliminate these 
results in low scores and extremely short games. 


BOMB BLOCK 

Trap a bomb between identical characters and you’ll 
detonate an entire row. This method is ideal when 
the game starts to quicken and the blocks pile up. 


HARD BLOCK 

Again, by sandwiching matching friends between 
the hard blocks you can change them into stars. 
Now set about removing them from the screen. 
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FOUR YOUR PLEASURE 


There are four gameplay options, each offering a different challenge. There’s 
even a two player mode, although this cannot be played via the Super GB. 



Once you’ve selected your skill level, you must remove a pre determined 


number of stars before moving onto the next skill setting. The early stages 


k start slowly but, before long, you'll be under extreme pressure. 




TIME ATTACK 

Try to remove as many stars as possible in three minutes. The eas 
settings only give you a few stars and characters to work with, so 
advisable to select a harder level if you want to rack up an impres 


As soon as I saw this 
I instantly thought it was Puyo Puyo with 
Kirby characters. However, once the game 
begins you realise that things are very 
different. There's every chance that the 
version we played was complete and, if 
that’s the case, it should do well if it’s 
released in the UK. Okay, maybe it doesn’t 
have the addictive qualities of Tetris or 
Tetris Attack, but it would still be worth a 
place in your Game Boy collection. 


Time for some frenzied star stacking. Remove the stars or it’ll be 
curtains for Kirby and his friends. D’oh! 
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Naturally, if Kirby’s friends are going to make an appearance, his 
enemies are also likely to join in. Unfortunately, Dee Dee has taken 
pride of place to the right of the playing area, and can cause havoc by 
simply hammering his fist. Try to keep the rows of blocks to a minimum 

and occasionally cast 
your eyes on Dee Dee. 
If his face changes to a 
shaking fist, he’s about 
to send another row of 
blocks into your path. 

































































































































































































FIRE 


This is the best known Came & Watch title. Your objective is to save 
Nintendo favourites such as Yoshi and Toad by controlling Mario and 
Luigi who are carrying a safety net. However, not all the victims need 
saving. Every time an egg falls it breaks to reveal a special item. 

Make sure you save the stars, but let the Bob-Ombs fall to the 
ground. The ambulance has been replaced by a bizarre Toadmobile. 


The original single-screen Game & Watch. 
Although very basic, the gameplay was ace. 




GAME Be MATCH 

GALLERY 


C rustier GB fans may remember the first Game 
Boy Gallery which featured five classic titles on 
one cart. Well, it’s about to return, only this time it 
features none other than everyone’s favourite 
Italian plumber - Mario. 


Okay, so the original Game Boy Gallery was hardly a 
rip-roaring success. However, there were a few positives 
from a UK point of view. After all, it’s the only title to date 
to be named by Nintendo UK, and they were responsible 
for designing the pretty packaging too. It featured Cement 
Factory, Ball, Vermin, Flagman and Manhole (which also 
appears on this latest edition). However, every title on this 
new GB compilation has been revamped for the nineties. 
Let’s have a look at it... 


BY: 

NINTENDO 

GAME TYPE: 

Puzzle 

RELEASE: 

TBA 

CART SIZE: 

2 meg 

ORIGIN: 

The original hand 
held games from 
the early 1980s 

IT’S A BIT LIKE: 

Playing a Game & 
Watch title 



Unlike the original Game & Watch title which saw a man 
desperately struggling to fill each gap as a pedestrian walked 
by, this time Yoshi has to keep the manhole covers in place by 
using his nose and tongue. Even though Yoshi may not be in 
place, a runner will freeze over the gap for a split second 
before plummeting to his death. Yoshi’s also able to catch his 
good friends, Toad and Donkey Kong, if they fall through an 
opening. In fact, if your reactions are quick, you can save 
them before they splat on the ground. 


The second 
wave of Game 
& Watch titles 
were played 
using two 
screens. 
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This time the trouble isn’t coming from a leak - it’s all down to 
Mario’s nemesis, Bowser. 01’ dragon breath now sits on top of his 
castle and pours gallons of hot oil from the roof. Luckily, Mario is 
on hand to prevent a disaster and, armed with two containers, it’s 
his job to catch the slick. However, each container can only hold 
three tiny drips, so he must empty them before they spill on the floor 


Ball was the first ever Came & Watch 
title. It was released on 28/4/80. 


Shigeru Miyamoto created a simplified 
version of Donkey Kong for the Game 
& Watch. And it was brill... 


Many Nintendo characters have 
appeared in Came & Watch games 
including Link, Mario and Donkey Kong. 


The first Game & Watch commercials 
were dubbed “the bored campaign.” 
They depicted a depressed teenager 
who dramatically cheered up when he 
pulled out his Game & Watch. 


It’s rumoured that counterfeit Game & 
Watch units outsold the genuine articles. 


IMPRESSIONS: 


Although each title 
has been given a face-lift, it’s worth 
remembering that the core of the game is 
identical to the old Game & Watch titles. 


Make sure Yoshi catches all the oil when 
Mario empties the containers. 


I OIL PAHIC 


The octopus can now stretch his tentacles to 
new positions. There are even fewer safe 
spots In Game & Watch Gallery. 





Once again Super Mario dons his trusty frogman suit as he 
tries to recover valuable treasure from a wooden chest 
resting on the sea bed. However, the nasty octopus is now a 
little wiser and he can even extend his long tentacles to far 
reaching angles, making the job much more difficult. Every 
time the octopus wraps his tentacle around you, one life is 
lost. Luckily, Mario’s miniature mate, Lakitu, is on hand, so 
rack up an impressive score and the cloud dwelling beastie 
might just appear with a useful reward... 


OCTOPUS 


Short term, it can be quite fun. The game 
graphics have been updated and, when the 
gameplay quickens, there’s plenty of 
challenge. It’s hoped that Game & Watch 
Gallery will be released in the UK at a 
special budget price. If that’s the case, you 
could do much worse than this. 



Once Mario grabs the treasure, he must swim 
back to the Princess to score extra points. 
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W hal'i a ?uy to do when he'i 
conquered the arcadei, 
created a new qenre of platform 
adventurer and become the most 
famoui videoqame hero of all time? 
for Mario, it war time to invade homer 
acrotr the qlobe... 


With the success of Nintendo’s portable Game & Watch series in 
the early 80s, Hiroshi Yamauchi, Nintendo’s president, became 
obsessed with creating the ultimate games console. Under his 
orders, Nintendo’s R&D department began to work around the 
clock to develop a console to rival Atari’s cart-based machines. 
However, rather than the over-priced consoles which were on 
sale at the time, Yamauchi wanted a cheap machine which could be 
marketed as a toy, rather than a piece of consumer technology. In 
1983, the Famicom (Nintendo Entertainment System in the West) 
was unveiled in Japan. 


THE EVOLUTION OF A SOPER STAR 



WELCOME TO WORP ZONE 


Super Mario Bros is now recognised as one of the most influential games of all time, 
with elements which have since become standard fare in most platform games. 


Super Mazza leaps 
into a warp pipe... 


... and arrives in a 
strange Warp Zone. 


Not quite as pretty as 
Super Mario 64. 


MARIO RETURNS 


However, even with the cheapest and 
most sophisticated console on the market, 
Nintendo knew that they needed great 
games to drive sales. Yamauchi realised 
that, for a coin-op to make money, it must 
spellbind players as soon as the first coin 
is inserted. On the other hand, console 
games needed a new angle, a lasting 
challenge that would have gamers coming back 
again and again to practice and develop new 
skills. Naturally, Mario was chosen to be 
Nintendo’s ambassador. 

The launch game was Super Mario Bros, a 
sprawling adventure set in the Mushroom 
Kingdom. Princess Toadstool (better known as 
Daisy in the UK) had been kidnapped by 
Bowser, Mario’s arch nemesis, and the kingdom 
had been over-run by marauding Koopa 
Troopers. It was up to Mario to save his 
beloved princess and rid the Kingdom of the 
scaly Koopa menace. 

vv When Apple Computer president, Michael 
^ Spindler, was asked in March 1991 
which computer company he feared most in 
the 1990s, he answered “Nintendo”. 


• Mario was 
equipped with 
an amazing 
Super Jump 
which could be 
used to leap 
over walls and 
wide caverns. 
Special jumps 
became more 
important as the 
Super Mario 
games evolved, 
right up to the 
myriad of jumps 


and leaps in 
Super Mario 64. 
• SMB was 
spread across 
eight worlds, 
each of which 
looked totally 
different to the 
last. The 
Underwater 
World, Sky World 
and Underworld 
levels were 
particularly 
stunning, and 


the game 
structure has 
been featured in 
every platform 
game from 
Donkey Kong 
Country to 
Earthworm Jim. 
• The amazing 
power-ups were 
invisible and 
could only be 
found by 
discovering 
hidden blocks. 


This will have 
been inspiration 
behind the 
hidden barrels 
in all of the 
Donkey Kong 
Country games. 
• The game was 
packed with 
bonus levels, 
each of which 
gave Mario 
power-ups and 
treasures. You 
only have to 


look at games 
like DKC3 to 
realise how 
important bonus 
games are to 
today’s games. 

• Treasures 
were hidden 
beyond the 
accepted limits 
of the game, 
players finding 
items when they 
explored the 
area behind the 


end-of-level flag. 
This idea was 
resurrected in 
DKC3. 

• Warps were 
included where 
players could be 
transported 
instantly from 
one part of the 
game to 
another. SM64 
and the DKC 
games used this 
little trick. 
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MARIO - THE MOTION PICTURE 

If the Mario myth ever hit a low, the Super Mario Bros movie was 
it. Featuring Bob Hoskins as Mario, the film took unforgivable 
liberties with the Nintendo licence, transforming the small 
Coombas into giant lizard men and representing Yoshi as a poxy 
extra from Jurassic Park. It’s worth noting that the famous 
character actor, Dustin Hoffman, actually asked for the role 
of Mario as his kids were huge Nintendo fans. However, he 
was rejected by Nintendo as they wanted Danny DeVito to play 
Mazza, but they eventually settled on Hoskins as DeVito was too 
busy. Just as well, really... 




Within five years the 
NES penetrated one 
third of homes in the US 
and Japan. Video 
recorders had made it into 
twice as many homes, but 
these machines were 
manufactured by dozens of 
different companies. 


Ten years after the 
first PC was released, 
24 million homes were 
equiped with them, 
compared to 34 million 
homes with Nintendo 
Entertainment Systems. 



MORE MARIO 

Naturally, following the 
success of SMB, it wasn’t long 
before a sequel hit the shops. 
Super Mario Bros 2 placed 
Mario and his friends in the 
wondrous World of Dreams, the 
land of Sub-con. Sub-con had 
been overrun by the wicked 
Wart and his minions, and 
Mario was asked by the friendly 
locals to save them from the 
nasty invaders. 

Although not as innovative as 
its predecessor, Super Mario 
Bros 2 did feature some 
important new elements. For 
one, players could now choose 
between four different 


characters - Mario, Luigi, Toad 
and the Princess - each of 
whom had specific powers 
which could be used to tackle 
certain problems. The game 
also featured new attacks such 
as throwing bombs and 
vegetables, along with the 
amazing earthquake 
move which could 
knock most nasties 
off their feet. New 
jumps were also 
introduced, along 
with a one-armed 
bandit bonus game 
where players could 
gamble to win extra lives. 



However, the most important 
new element featured in SMB2 
was the non-linear level 
construction. Rather than 
simply running right as was the 
norm in platform games, 
players could choose different 
routes to the end of the level, 
finding short-cuts and 

sneaky ways to finish 
t the section in half the 
time. This non-linear 
construction has 
reached new heights 
\ with the release of 
SM64, where players 
an tackle the problems in 
any order they fancy. 





INSPIRATION! 

Goombas, Piranha Plants, Yoshi, Bowser, 
Bloopers, Cheep-Cheeps, Boos, Lakitu... 
and a boy with a mushroom for a head. 
You’d be forgiven for thinking Shigeru 
Miyamoto, Mario’s creator, is a 
certifiable loon. However, some of his 
inspirations were very simple indeed. 


FRIGHTENING FISH 

From Super Mario Bros to Super Mario 64, 
Mario has been menaced by a variety of 
ferocious fish who try to lure our hero to a 
watery grave. Again, while living in Sonebe 
as a child, young Miyamoto caught a bony, 
grotesque little fish with snapping jaws. 
Every fish in Marios games is inspired 
by this tiny monster. 


SPRAWLING LEUELS 

As a child, Miyamoto discovered an 
underground cave system. When he 
finally plucked up the courage to go 
inside, he never forgot the cold air or 
the feeling of foreboding around him. 
This is one reason why Mario games are 
so huge, so that players can feel the joy, 
and fear, of exploring the unknown. 


CHOMP 

One critter who’s pestered Mario in 
many of his adventures is Chomp, the 
huge black ball with razor sharp teeth 
who can be found chained to a post in 
SM64. When living in Sonebe as a child, 
Miyamoto was terrorised by a dog which 
chased him every time he walked down 
the street. This miserable mutt was 
immortalised as Chomp. 


PIPES AND HOLES 

Mario leaps from a green pipe at the 
beginning of SM64, while man 
holes and pipes were essential in 
Mario’s NES adventures. When I 
in Kyoto, Miyamoto often walked 
past a building with a manhole 
covered pipe mounted on a wall. 

Miyamoto always wanted to 
explore the pipe, and players are given the 
chance to do so in his games. 
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SPECIAL FEATURE 


MARIO MANIA 

However, the biggest NES Mario game was Super 
Mario Bros S, a title which topped S500 million 
in the US during 1985, making it the best selling 
videogame of all time. Like the earlier games, 
SMB3 had totally new features such as unique 
power-ups (now Mario could throw fire, swim, fly 
and turn into a statue), the ability to ricochet 
Koopa shells to kill multiple nasties and a range 
of advanced moves such as the Jet Coaster jump, 
corner jump and the squat jump. Super Mario 
Bros 3 had finally fulfilled Yamauchi’s dream of a 
console game with a steep learning curve, rather 
than the instant thrill of traditional coin-ops. 

The game was heavily promoted both on 
television and in the press, but the biggest 
advert of all was a Hollywood movie called The 
Wizard. The film featured a group of kids 
competing to be the best gamer in the world 
and, at the climax of the movie, they were asked 
to play the best game of all time - Super Mario 
Bros 3. The movie grossed $14 million and the 
word about SMB3 soon spread through 
playgrounds across the globe. SMB3’s success 
was assured before it even hit the shops. 

BELOW Wearing a hard-hat for protection, the 
Italian Stallion attacks an armoured Koopa 
Trooper. Way to go, Mario! 



A steep tunnel poses 
platform problems. 


Mario finds a door to Yippie! Mazza makes Another amazing leap 
the next level. a leap of faith. across Mario's world. 



MARIO MERCHANDISING 

In 1988, Nintendo decided to broaden Mario’s 
appeal. Although kids were playing the Super 
Mario Bros videogames, it was their parents/ 
who were shouldering the bills, so the Big Ijll 
looked for new ways to spread its message'. 
Pepsi was one of the first companies Nintendo 
worked with, giving piway consoles and gaimes 
with the drink Slice. Soon, Nintendo also had 
Mario ‘Happy Meals’ ih 
McDonald’s restaurants. Now 
you can buy everything from 
Mario sweets to remote 
controlled cars and beans. 



When Mario began his console 
invasion, many US critics were 
bemused by how a Japanese 
game could hypnotise US kids. 

In the confusion, a load of old 
crap was written. “Mario is a 
dumpy fellow with a big 
moustache,” wrote Scott 
Rosenberg in his essay 
‘Condemned to be Mario: 

The Videogame Plumber as 
Existential Hero’. “But he’s 
also a stand-in, your iconic 
representation in the video 
universe... It may be that in 
Mario’s fate - stuck in a world 
not of his own choosing, 
charged with a nearly impossible 
mission, doomed to perish 
sooner or later, yet free while 
he lives to grow, learn, slay 
demons and stop to smell the 
Fire Flowers - people are 
catching a crude, bright, 
reflection of their lives.” Yeah, right. 


$ 
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NINTENDO 64 SCART & PSU 

STARFOX 64 

(with Jolting Pack!) 


£259 


N64 Devices & Peripherals! 
N64 Scart Conversion £30 
N64 Repairs £CALL 


_ 

Cheap Playstation Games £CALL 
Tobal 2, Fighters Impact, 

The Crow, Brahama Force 

Playstation Import Chip - Play UK/US/Jap on UK machine! £19 

Professional fitting £ 15 

W.LONDON / HOUSLOW 


■^CONSOLE 

WALES / HAVERFORDWEST 

TEL: 0410 425019 


TRADE IN YOUR OLD CONSOLES 
♦ CASH FOR A NEW ONE! 


■j PLAYSTATION SEGA SATURN -j NINTENDO 64 
■j SUPER NINTENDO ti GAMEBOY, MEGADRlVE 


SWAP GAMES FROM £7.00 inc postage 

CONSOLE EXCHANGE 

25, GREiG STREET, INVERNESS, iV3 5PX 

TEL/FAX : 01463 221173 !■■■ 
MOBILE : 03744 95958 wmam 


tons 




igbNINTENDO PLAYSTATION 
7 DAYS A WEEK 

AVAILABLE NOW 
WILD CHOPPERS 
DARK RIFT 

— JL S0NIC WINGS 

' YUKEI YUKE! 
MAR IO-KART 
STAFT~ F'0-X. 

REV LlfailjV 
: - ' BtA’Sx CORPS 

" FROM £49.99 

SUCiy. A-&AB§MY 
9T-3-. E~A~t7rtTG"LONDON WT3 9ZX 


A NEWt)RDER 
OF INTELLIGENT 

m* 

US £189 


Playstation, CDROM, Games 
Workshop, Magic & SciFi Cards I 
E-Mail: ultplayuk@aol.com 

J Machines From £215 (inc Stepdown/Scart), Starfox + 

I Jolt £80-100, Turok, Blast Corps, Doom £65, Wave Racei 
' £69, War Gods (May), Wild Choppers, ISS Soccer - 
I Adaptor 4 US games on UK and Vica versa £25, Mario | 
* Kart 64 £65, Pilot Wings, Turok Hint Book £10, Pads,| 
I Controllers, Carry Cases 27.99 (good ones) 

We Buy Used Games! 

Shop Worcs (01684) 891619 (10.00 till 5.00) 

I (01684) 566133 (Worcs/Hereford/North) 9 till 9.00 I 


UltraPlay 

I Electronically Tested ^ 




pi 

Nintendo 64 
| Sony Playstation 
Sega Saturn 

New & Secondhand 
UK & Import Games 
Mail order or come 
into our shop_ 


CA Games 

De Courcy’s Arcade 
Cresswell Lane 
Hillhead Glasgow G12 8AA 

Tel 0141 334 3901 

website http: www.intonet.co.uk -cagames 
[ ;><" j e-mail cagames@intonet.co.uk 











































































With Killer Instinct Gold kicking ‘n’ 
punching its way into the UK this 
month, you might need a new 
N64 controller more suited to 
beat-’em-up action. Cue the Super 
Pad 64 Plus! Featured in our news 
pages last month, the Super Pad 
from Spectra Video follows a more 
traditional design to the Nintendo 
original, with a tactile D-Pad and 
big, beefy buttons which are easy 
to find in any fierce fightin’ frenzy. 


The pads sell for £29.99 but, if 
that’s out of your range, try 
answering this simple question. 

Q. Which of these characters 
DOESN’T appear in Kl Gold? 

(a) Chief Thunder 

(b) Spinal 

(c) Kim Wu 

Mark entries ‘Super Pad Compo’. 




Jim - aka The Head - is a mutant 
super hero with an unfeasibly 
large cranium. A freak encounter 
left him with a big problem - an 
alien called Roy living inside his 
oversized dome! Plus, he’s got the 
added headache of having to deal 
with an impending invasion of 
Earth by a fiendish army of 
parasitic aliens. To witness this 
strange and hilarious tale from 
MTV, try answering this question. 

Q. What does MTV stand for? 

(a) Many Thrilling Videos 

(b) Music Television 

(c) Mice Throwing Vegetables 

And, for goodness sake, please 
don’t forget to mark your entry 
‘The Head Compo’. Ta. 
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More alien invasions in Volume 
Three of Warner Home Video’s ‘V’ 
collection. The tape includes The 
Dissident and Visitor’s Choice 
episodes, where the aliens seal off 
the Earth’s cities with a forcefield 
which destroys any humans who 
dare to touch it. However, the 
human resistance soon hatches a 
daring plan to sabotage the alien’s 
evil plans and save the world. 


Q. Which of these horrible 
critters isn’t an evil alien? 

a) The Thing 

b) Victoria Spice 

c) The Blob 

Mark postcards ‘V Compo Three’. 

This is a joint promotion run by 
Nintendo Magazine and Warner 
Home Video. 


If you thought the Came 
Boy Pocket was small, 
wait ‘til you get your 
hands on a Mini Boy 
55! Priced at £7-10, the 
Mini Boy keyrings from 
Fire have already started 
a craze in Japan, selling 
more than two million 
units in less than a month. 
The Mini Boy 55 features 
Snake, Battle Driver, 
Galaxia and Tetris games, 
and are available in a 
spectrum of colours. 


Q. To win a super cool 
Mini Boy 55, simply 
tell us what Nintendo’s 
first portable game 
system was called. You 
might want to look at 
page 90 for a clue... 

(a) Game & Watch 

(b) Game Girl 

(c) Pocket Mario 


And please remember to 
mark our entry ‘Mini Boy 
55 Compo’... or else. 


















Gotham City’s more crowded 
than ever in this summer’s huge 
blockbuster, Batman & Robin. As 
well as Batgirl, Mr Freeze and 
Poison Ivy are in town, bringing 
more fear and loathing to the 
hapless Gothamites. The cool 
Making of the Movie paperback 
from Titan Books features 
interviews with the director 
and all the stars, 
along with a 
look at the 
redesigned 
Batmobile. 


Q. If you’re a Batman fan, this 
quessie will be no problem for 
you. All you have to do is tell 
us which actor played Batman 
in Tim Burton’s first gothic 
Batman movie. 

(a) Pee Wee Herman 

(b) Michael Keaton 

(c) Val Kilmer 

If you want to win, 
please mark your 
entry ‘Batman & Robin 
Book Compo’. 


Babylon 5 is a huge space station 
floating in space, the last and best 
hope for an alliance of the galaxy’s 
leading races against evil alien 
invaders. In Volume 22 from 
Warner Home Video an all-out 
interstellar war has become a 
reality and Babylon 5 is the only 
thing standing in the way. If you 
want to join the fight for freedom, 
cast yer eyes to the right and 
answer the simple question. 

Really, it’s that easy... 


Q. Another easy one. Which of 
these top titles ISN’T a TV 
space drama? 

(a) Star Trek 

(b) Space 1999 

(c) Brookside 

Don’t forget, mark your entry 
‘Babylon 5 Compo’. 

This is a joint promotion run by 
Nintendo Magazine and Warner 
Home Video. 


COMPETITION WINNERS 

So, have you been lucky? Listed below are the winners from our 
March Big Blag compo. However, you’ll have to wait another month to 
discover who’s won the N64 and a copy of Super Mario 64. 


HOW TO ENTER 

If you want to enter any of these competitions, write the answer on 
the back of a postcard or sealed down envelope along with your 
name, age and address and send it to: 

Nintendo Magazine, 

37-39 Millharbour, 

Isle of Dogs, London El4 9TX. 

All entries must reach us by July 1 5th, 1 997. 


In the murky alleyways of New York City, homeless 
Maxx huddles in his box and dreams of crushing evil 
villains. However, when he bursts into the colourful 
netherworld of the Outback, the Maxx is a hero, in full 
purple splendour. Maxx’s social worker thinks he’s 
mad, but now you can judge for yourself in another 
stunning animation from the MTV stable. 


Oh yes, please mark your entry ‘The 
Maxx Compo’. Thanks. 


Q. Which of these well known superheroes also 
wears a purple outfit? 

(a) The Phantom 

(b) The Green Lantern 

(c) Howard the Duck 




VOLUME 22 

mattes or honour 

CONVICTIONS 


Q. Now this is a really easy 
one. All you have to do is 
name the other gun-packing 
babe in this list. She might 
be coming to the N64... 


(a) Lara Croft 

(b) Ms. Pac Man 

(c) Princess Daisy 


you wanna win, make 
sure your entry reads 
‘Aeon Flux Compo’. 


Sexy, secretive, surreal - that’s 
Aeon Flux. Aeon is a leather 
wearin’, gun totin’, baddy blastin’, 
rootin’ tootin’ shootin’ 
megababe who’s so skinny 
that she’d give Kate Moss a 
complex. This bizarre 
MTV animation follows 
her adventures as she 
penetrates secret military 
complexes and takes out a 
huge army of bad guys. 

What a lovely girl... 


COMPETITION WE ARE NOT ALONE THEY’RE HERE TAKE ME TO YOUR LEADER MANGA MADNESS 



What is Sonnet Bagi’s cyborg 
name? 

Blue S onnet ___ 

Alex Crawford, Enfield, Middlesex. 
Steven Ellis, Bromley, Kent. 

Mike McCann, Bolton, Lancs. 

David Potter, Westbury, Wiltshire. 
Anthony Dawson, Exeter, Devon. 
Nick Jackson, Newcastle Upon 
Tyne. Lee Madeley, Dublin, Ireland. 
Gareth Smith, Ballymena, Northern 
Ireland. Peter Morgan, Dagenham, 
Essex. Kevin Edwards, Taunton, 
Somerset. Well done everyone! 


QUESTION 


What date is Independence Day? What does V stand for? 


ftNSWER 


WINNERS 


July 4th 

Phil Jordon, Maidstone, Kent. 
Sam Boardman, Bristol, Avon. 
- Graham 

I Cheshire. 

/ John Turner, 

/ Plaistow, 

/ London. 

Sm / Julian Scholes, 

/ Truro, Cornwall. 


Victory _ 

Gareth Gear, Halifax, Yorkshire. 

Mr C Dewsbury, Burgess Hill, 

__ Sussex. Daniel 

1 Taylor, Solihull, 

1 Midlands. 

^ — — —^1 Steven Brady, 

1 Glasgow, 

lilt'll ItllIll* I Scot,ancl - 

WiWi 1 Jonathan Hallet, 

1 1 Basingstoke, 

1 1 Hampshire. 


Cone With The Wind 

Charles Griffiths, Ascot, Berkshire. 
Lee Passingham, Eastleigh, 
Hampshire. Will Hinc, Wimborne, 
Dorset. __ 


Which isn’t a Tim Burton movie? 
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IT’S OFFICIAL - N64 NOW ONLY £149! 


On Thursday May 1st, Nintendo 
paved the way for total 
domination of the UK console 
market by cutting the price of 
the N64 by £100, from £249.99 
to £149.99. 

Now only £20 more expensive 
than the PlayStation, and £20 
cheaper than the Saturn game 
pack, UK Nintendoids can now 


get their hands on the most 
powerful games console in the 
world for an unbelievably low 
price. 

The N64 has already become 
the fastest selling games console 
in the US, more than half of 
these units being sold after the 
price was dropped by $50. If the 
same thing happens in the UK, it 


won’t be long before Nintendo 
steals Sony’s crown as Britain’s 
biggest selling next generation 
console. The price drop will be 
helped by a massive £1.5 million 
TV and radio campaign and, with 
global projections for the N64 
standing at 12 million units in 
1997/8, it looks like Mario is 
going to take over the world. 



What do you think of the 
price drop? Overjoyed that 
you can now afford a system, 
or hacked off that you 
bought one at full price? 
Write to us with your 
views at Nintendo 
Magazine, 37-39 
Millharbour, The 
Isle of Dogs, 
London El4 9TZ. 
Alternatively, 
e-mail us at 
stephen.fulljames@ecm. 
emap.com, or give us a call 
on 0171 972 6766. 
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Official 


Time to fly high as we bring you the very first playtest of 
Nintendo’s first ‘copter shoot-’em-up. A 
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